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WARNING: READ BEFORE USING YOUR PLAYSTATION GAME CONSOLE, 

A very small percentage of individuals may experience epileptic secures when exposed lo certain light patterns or 
flashing lights. Exposure to certain patterns or backgrounds on a television screen or while playing video games, 
including games played on the PlayStation game console, may induce an epileptic seizure in Ificsc individuals. 
Certain conditions may induce previously undetected epiiepttc symptoms even in persons who have no history ol 
prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician prior 
to playing. If you experience any of the following symptoms whits playing a video game dizziness, altered vision, 
eye or muscle twitches, loss ol awareness, disorientation, any involuntary movement, or convulsions - 
IMMEDIATELY discontinue use arid consult your physician before resuming play 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the user manual for your 
projection TV. unless if is ot the LCD lype. Otherwise, it may permanently damage your TV screen. 

USE OF UNOFFICIAL PRODUCT: 

The use oi imofficlai products and peripherals may damage your PlayStation game console and invalidate your 
console warranty. 

HANDLING YOUR PLAYSTATION DISC: 

* This compact disc is intended for use only with the PlayStation game console. 

■ Do not irend it, crush il or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or other source of heat. 

- Be sure lo take an occasional rest break during extended play. 

* Keep this compact disc dean. Always held the disc tty the edges and keep il In its protective case when not in 
use. Clean the disc with a lint-tree, soft, dry cloth, wiping in straight fines from center to outer edge Never use 
solvents or abrasive cleaners. 
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Von become tbc creator of the universe, giving eremat Life to a world of nothingness* 
It is you w\)o will breathe life into tt?is world and pen an crating talc. 

Vou arc limited only by your impinatiom 
IDill it be a legend, a tiiytb or a dream: 
fflbat will be the world m which your story unfolds? 
it) bat fate a waste your hero? 
everything is in your hands. 

Ves, you are tbc creator of the universe' 
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Set up your Play Station® game console according to the 
•'st :ctsoos n itj Instriictibn M mi al. Make sore the 
power is off before inserting or removing a compact disc. 
Insert the ERG Makes " disc a fid close the Disc Cover, 
Insert game controllers and turn on the PlayStation game 
console, Follow on-screen instructions to start a game. 
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RPG Maker is operated via a controller (please refer to 
the diagram on the left fur information regarding 
buttons and their functions). Additionally, Anirre Maker 
can he operated with a mouse (see $g. 27 Book 2). 

DIRECTIONAL BUTTONS 

Those buttons are used to select various commands, or 
to move the cursor in the [Edit) screen. They are also 
used tu increase/decrease values, or to select loiters in 
the text entry screen. During the game the player moves 
the main character using the directional buttons. The 
character moves in the direction corresponding to the 
directional button pressed, 

UK / B33 BUTTONS 

These buttons are used to automatically select map 
parts in {Field Edit], When creating a town in [Field Edit], 
you can use these buttons to jump to the towij you have 
created before. You can also rise the KSE'VSS buttons 
to engage the [Auto Fix] setting, which automatically 
corrects map parts when they ore placed in [Dungoon 
Edit}, In the text-entry screens, [Auto Fixj can be used to 
select letters. 

flU f HI BUTTONS 

These buttons are used to erase map parts when 
creating a dungeon map or field map using the [Map 
Editor].. When creating a town in [Field Edit], you- can 
use these buttons to jump to the town you have created 
before. The HI button performs the same function 

START BUTTON / SELECT SUTTON 

When creating a dungeon map or field map using the 
[Map Editorj. pressing the Start button displays the [Part 
Selection] screen, fn RPG Maker, the Select button is 
never used alone. 


© BUTTON 

Press this button to confirm commands in the Edit, or text- 
entry screens. During the game, this button is used to 
allow tiie main character to check on something. 

© BUTTON 

This button is used to cancel various commands. It's 
also used to return to the previous screen after 
canceling the selection you've just made. 

©BUTTON 

in the [Map Editor] for {Field Edit] and [Dungeon Edit], 
pressing this button open the Command menu, 

® BUTTON 

This allows you to delete or re-edit the event contents 
being set in the evert contents setting screen. When a 
cursor displays on the evert number, press the © button to 
edit the event contents. Pressing the ® button again will 
resume the creation of a new event. This function can be 
used m the [Scenario EdiL]. 


COMBINED OPERATION 

RPG Maker provides a feature that allows users to perform 
operations using a combination of buttons. These are 
described below; 

START BUTTON + SELECT BUTTON + US + OB 

Reset the lest play 

® BUTTON + DIRECTIONAL BUTTON 

Scrolls the screen mare quickly in the Map Editor 
















The sample game "ficiM" lets you Jearn the basics of game creation in a fun manner. This should help you 
understand the workings of RPG Maker, 
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A si- game entitled "Gobli* is available in RPG Maker, Playing the sample game allows you (o understand the 
fat • us fit net one of RPG Maker and what kind of game you can create with it. Before creating an original game, we 
rocom mcnd ] hat you play t he sam p le g am e, 

OVERVIEW OF THE SAMPLE SAME 

7he main character is Gobfij who is a Weakling in the RPG-seres games. His wish is to become a Boss and fight the 
heroes. Will his wish be granted? Playing the sample game gives you the basic knowledge you'll need to create an RPG 
game of your own. It also helps you understand the key points of game creation using RPG Maker. Select [Sample] and 
press the ® button to start the sample game. 














LOADING THE SAMPLE GAME 

To view the sample game date. lead data 
using [Load Sam pie]. Loading the sample game 
wilt overwrite any game data you're currently 
creating, Be sure to save any game data you have 
been creating before loading the sample game, 


CHANGING THE SAMPLE GAME DATA 

Not only can you view the loaded sample game you 
can also edit it. Use this data as the basis for creating 
your game. For example, if you wish to change the data 
for the main character in the sample game, load the 
sample data and select the character you wish to 
change in [Character Edit], if you're not familiar with 
this function, try changing the character's name first 
Use your creativity to edit the sample data ih many 
different ways. 
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Before yo i hag in creating your [fame, it l s important to understand the tasks involved in tne process. You can basically 
start with any item., but if this is the first time you have used flPG Maker, we recommend following the steps isted below 

1. DEVELOP IDEAS ABOUT THE CONTENTS OF THE GAME THAT YOU'LL HE CREATING. YOU CAN CREATE TH E GAME 
SMOOTHLY BY HAVING SOME ROUGH IDEAS ABOUT THE SCENARIOS, CHARACTERS AND MAP SETTINGS IN ADVANCE, 






2. CREATE "HE TITLE SCREEN 

t 

3. CREATE I HE MAIN CHARACTER AND O'HER MEMBERS OF HIS PARTY. HERE YOU'LL CREATE EACH CHARACTER BY 
SE-TNG HIS STARTING LEVEL AND EQUIPMENT. YOU CAN ALSO SET THE SKILL FOB EACH CHARACTER. 

4. CREATE MONSTERS. OR ?*MY CHARACTERS. THAT WILL APPEAR IN THE SAME HERE YOU'LL CREATE EACH MONSTER 
BY SETTING ITS PARAMETERS AND ATTACK PATTERN. 


5. CREATE THE ITEMS USED IN THE GAME. HERE YOU'LL CREATE THE ITEMS CARRIED BY THE CHARACTERS, AS 
WELL AS THE EQUIPMENT AND TRANSPORT USED, BY SPECIFYING THEIR TYPE. 

6. CREATE THE MAGIC USED IN THE GAME SETTHE APPLICABLE ITEMS, SUCH AS [EFFECT] AND [MR],THEN 
CREATE ACCOMPANYING GRAPHICS. HERE YOU'LL ALSO SET THE USE OF SPECIAL ATTACKS, 


. 7. CREATE THE MAPS THAT PROVIDE THE ENVIRONMENTS FOR THE GAME. WORLD MAPS ARE CREATED AS 
[FIELDS], WHILE ROOM INTERIORS AND TOWNS ARE CREATED AS [DUNGEONS]. YOU'LL CREATE EACH F.V 
BY COMBINING A NUMBER OF PARTS. 
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8. CREATE THE COMPONENTS THAT MAKE UP THE GAME’S SCENARIO. HERE YOU'LL CREATE EACH EVENT 
BY COMBINING THE EVENT CONTENTS STORED IN THE SOFTWARE. 


3. ONCE YOU'VE FINISHED CREATING THE GAME, RIJN A TEST FLAY AS THE FINAL STEP TO CHECK THE OVFRAr. 

I BALANCE OF ‘HE GAME. YOU CAN ALSO USE THIS FUNCTION TO CHECK YOUR PROGRESS, SINCE TEST PLAY CAN Bt 
I RUN AT ANY TIME. 

f 

NOW YOUR GAME fS COMPLETE! 
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Creating a game in FlPG Maker is achieved by editing the various settings. Tim following wifi help you familiarize 
yourself wit* tiie Editing screens: 

'<•> T '> jr. # "1 EDIT 

i Selecting |RPG Maker] from the main game screen displays the screen you 
1 fg s 0 r '' n *!’ 0 s " ftn sbtrt on this pag e. Select [EDIT].. Selecting [GAME] wi 11 allow 

V ou P^y ^e game yoo r ve just created, or choose [RETURN] if you'd like to 
I $**' ™B5r| gobaok to the Main screen- 


EDIT DATA 

Select [Edit Datei If you ; isn to save or load data, select (MEMORY CARD]. To 
run a test play iiafect [Test Huy]- To toad the sample game data, select 
[Load Sample]. 

Next, select [Edit Data]. 


EDIT MENU 

The Edit menu includes [System Data] and [Scenario Data], 
[System Data] is used to create characters and maps, while 
[Scenario Data] is used to create events. 
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CONFIGURATION 

Here y m can set tilings such as the .cursor speed and BGMjas v/cM as the sound effects used during the game. Simply 
move the cursor lo the item you wish to change, press the © button and obango the value or item setting. 

Use Configuration to set the ideal environment in which' lo create your 
game, 

EDIT 

Cursor Speed 

You can change the spaed at which the cursor moves while you create 
your game, (3} is the default setting. The larger the number, the slower 
the cursor movement will bo. 

BGM 

You can change the BGM that is played while you create your game, if 0 
is se fee tec, no BGM will be played, There are a total of 35 different BGfY 
selections 





Sound 

Make a selection -between either mono or stereo, depending on the TV you 1 re using. 

GAME 

Collision Sound 

Set the sound effect used whan the character hits an impassable section, such ns the edge of the map. You can set the 
desired sound effect by selecting the corresponding number with the directional buttons. There are 78 sound effects to 
choose from. 

Message Sound 

Set the sound effect used ’when a message is displayed during the game. You can set the desired sound effect by 
selecting the corresponding number using the directional buttons. There are 78 sound effects to choose from. 

Level up Sound 

Set the sound effect used 'when the character increases their level during the game. You can set the desired 
sound effect by selecting the corresponding number with the directional buttons. There are 78 sound effects to 
choose from. 
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TITLE EOfT 

If: [Titfe Edit], you II create the title screen displayed during the game. Create a title screen that 
mates the theme of your game, since it will become the face of the game, Volj can enter the 
name of the title using [Game Info], 

mkm 

Select a background graphic for thelitis screen When [Screen] is selected a list of graphic names will be 
displayed, Mm the cursor to a desired graphic name, and then press the ffi button to confirm your selection. A table 
listing the different background graphics is provided on eg. 66. 


Set a background that matches the image of your game. 


BGM 

Set the BGM that will be played while the title screen s 
displayed When [BGM] is selected, the names of available 
BGMs will be displayed. Select a desired tuna using the 
directional buttons, and then confirm the selection using the 
© button A table sting the different BGMs is provided on 
pg. W 


TEXT 

Here, set whether or not to display the name of the title on 
the title screen. Select [fAi], then choose YES or NO, 


COLOR 

Sow the color ki which the title 
Select [Color], then choose GOLD r SILVER or BLUE, 
cannot be set unless YES has been selected in 



























Set ttie position on tlie screen in which the title name will be displayed. Select [Place], choose Top, 

Center or Bottom then press ibe © button to confirm the selection. The text. display positions are shown on the 
right, {Place] cannot be set unless YES ties been selected in {Text]. 

“I You can combine this function with [Effect] to create many different 
Br: variations. 

EFFECT 

Set how the title name will he displayed. Selecting [Effect] displays a 
list of effects. Select a desired display effect from the eight types, 

PREVIEW 

When the necessary items are set., check the title you've just, 
created. Select [Preview] to do so. To exit the preview screen, press 
the © button. 





























GAMEPLAY EDIT 

In Gameplay Ed t.decida whether or not to enable tee items described below. Setting these 
items to either [ON] or [OFF] changes what can be set in each editor. To change the setting, simply 
move 1 ic cursor to Hie item you wish to change and press the © button. 



SPECIAL ATTACKS 

Decide whether or not to use Special Attacks which consume HR Setting this item to [ON] enables the setting of 
[Type] in [Magic Edit}. Special attacks are similar to magic except that they consume HP instead ot .MR 

USE OF GLASS 

Setting this item to [ON] enables the setting ot [Glass] in [Magic Edit], [item Edit] and [Monster Edit]. 

MDEF 

Vi DEF is the resistance to magic [Magic Defense)* Setting this item to ON enables the setting of [M DEFJ In Character 
Edit. Skill Edit and Mobster Edit. 

ABILITIES 

Decide whether o net to use the abilities specific to skills. Sett ng this item to [ON] enables the setting of [Ability] in Skill 
Edit. Sre pg. 34 for a list of abilities. 

M ONSTER APPEARANCE 

Cii( ise whether or riot the probability of the monster's appearance will be set automatic ally for each dungeon or 
manually for eacl part. Changing this setting changes the contents of the [Monster Appearance] menu. 













the rams of a parameter (such as by changing 
"i. To change a parameter n#iei a elect a parameter 


PARAMETER NAME 

Von can change the name of each parameter. 

Magic to Spell) changes the names of all related 
and enter the new name. 

SELECTING A. PARAMETER 

First, select the parameter you'd like to change. Move the cursor to the parameter then press the © button. The text- 
entry screen will be displayed. Enter the desired name. The procedure used to enter text Is explained on the next page. 





The new card meter name will also be reflected in the 
Edit menu. 

TABLE OF PARAMETER NAME S 

5TH - Strength 
BEF - Defense 
STA - Stamina 
INI - Intelligence 
AGI - Agillh 
Luck 
Level 

Equip - Equipment 
Magic 

S AIK - Special Attack 

Item 
HP 
MR 

Attack 
Girard 

Gold 

EXP - Experience 
M DEF - Magic Defense 
Magic A - Class A magic 
Magic B - Class B magic 
Magic C - Class C magic 
None - tie class magic 


NOTE: For [MagicA] through [None], also see the table on pg, 41, 











































TEXT INPUT SCREEN ^ 

L;: Consists of the field in which the registered text is displayed and the one in which ihn ^L.-. 

selected text rs displayed. Tfcw 

L2t Tiiis mend is used to select tetters, 

Hi : i nis ipnu is used to switch between the two text-entry modes and exit, the text-entry screen. 

— ^±._. - -T - •■■_•. .:• ifie lox’-cnlrv o-ocaij'cs Plained here adfalv to all edit 

f -n K ^ 1 J ”1 f 

screens. 


ADJ USTING THE CURSOR PO SITION. LI 

When the Hi button is pressed, the cursor in the text-entry 
field begins to flash, indicating that it car now be moved. Use 
the Ieft/rFght directional buttons to move the cursor within I he 
field. To create a space, move the cursor one space or press @ 
button, 


Pressing the 129 button switches to the L2 held. Select a 
letter and confirm the selection using the !©] button, Note: The 
selected letter will be entered in :hc Li text-entry field. 


ffi (DB= GHim 


ABCDEFGHiJKLMNO 
P&R$TUVfXfZ T ., 


t23*$67*90M\<> 

r 111<}'”'!/*;*! 

§#$* 































FINISH, m 

When [FINISH] is selected, a message will be displayed asking if you wish to update the date. SeJecteog 
the appropriate button closes the text-entry screen. You may also press The Start button to exit the screen. 

if yoi, should have second thoughts, press the ® button to cancel the command, 

INSERT. R1 

You can use the ® button to switch between the two text-entry modes, in the INSERT mode the selected letter wilt he 
inserted at the cursor position. In the REPLACE mo dr the letters behind the cursor position will be replaced with the 
i re w ones. 

PASTE.Rl 

Used to enter the letters registered with [COPY], Selecting [PASTE pastes the letters displayed in the upfjer window 
of Li into the text-entry field at the bottom. Also, you can paste the names of Characters, Dungeons, Towns, 

Monsters, Items, Magic and Skills which you create using each of the (Edit] modes 

COPY> R1 

Select [COPY] anti enter haw many tellers you, wish to 
copy from the cursor position. The copied letters will be 
displayed in the upper field of Li. 








































MAGIC EDIT 

|i [Magic Edit], you'll create I fie 
Magic asid special Attacks tic 
characters use by consuming the it MP and 
HR respectively. The following explains the 
terns you'll need to set in order to create magic 

EDIT SCREEN COMMANDS 

Select [Edit] from the command menu displayed when 
[Magic] Is selected in [System Data], The magic list screen 
will be displayed, For the command menu items, including 
[Edit], see the table shown below. 

The edit commands explained here apply to all edit screens. 


EXPLANATION OF COMMANDS 


Seteet this command if you'd like to create a new item, 
Magic. etc.. or to edit an existing item. Selecting [Edftj 
displays the magic list screen. 

Move 

Select this command i you wish to change the order of 
the magics youVe-created. Select the magic, move the 
cursor ia the destination rmd press tee ffi button. The 
magic will move to the new destination. 


Copy 

Select this command f you'd like to create multiple sets of 
magic having the same content. Select the magic you want 
to copy, then select the number under which to create a 
copy. Copying will begin. 

Delete 

Select this command if you'd tike to delete an existing 
magic from the list Move the cursor to the magic you want 
to delate., than press the © button. I he magic will be 
deleted. 


Delete Afl 

Select this command if you'd like to delete afl magic 
creations, Selecting [Delete All] displays a confirmation 
message Select the appropriate button 


MEM 

AS the top of tile screei. there is [MEM###] and [MAG###]. MEM indicates the oma capacity available; 
which is not currently usee by system data.. MAG (Magic) Indicates the remaining number of magic that 
can ba created. MAG wilt be replaced in other edit menus with the following; 

Item edit screen - ITM 
Character edit screen - CHA 
Monstm edit screen - MON 
Skill edit screen - SKI 


' The usa of these commands is the same as for those corresponding commands displayed In the item, 
Mom Characters, Skill and Wooster Edit screens, which will he described titer 


















































SPECIFYING THE MAGIC TO EDIT 

Selecting [Edit] from the command menu displays the magic list screen. In this screen, select a nusnber 
denoting No Cats and confirm foe selection using the @ button. The magic edit screen will he displayed. 


£0 ^nas h Inf if ijt Damage 

£1 IffcgA wash Inf 1 tct Damage 

22ExpldSjDii Inf 1 ict Qaiaagg 

23 Sltifeibar Sleep 

24 CfTEBn Jkjtice Recover TP 

2$ Anvil. rnfliut Daroas* 

26 Resurrect Revive 

17 No Data 

' 2Z Ho'Data 


sH 

Type 


■ i 

M-l;: A 

■K 


jt-m .: ■ ; .= 

. jw ••••• 


Effect 

Here you can set the effect of the magic. Selecting 
[Effect] displays the menu of magic effects. Select a 
desired effect from the menu ami press the© button. 

You can check the magic effects listed on pg. 67. 


You can crente 230 types of magic in tfte Magic Editor, 

ftame 

Here is where the name of the magic will be entered, The 
name assigned here will be displayed during the game as 
the name of this magic* Proving the cursor to [Name] and 
pressing the © button dismays the text-entry screen. See 
pg, 1 5 for text-entry procedures. 


Before setting this item, set [Special Attacks] to ON in 
[Gan i epf ay Ed it] Here you 'lid ec i do wJ i c th e r you 're 
creating a Magic that uses MR cr a Special Attack that 
uses HP, After selecting [Type], select Magic or a Special 
Attack, 


2 Inf t let Dasntge 

Attack 

$ Recover HP 

for* 

4 Our« Poison 

Gar* 

5 Cur* Si 1 ence 

Cur* 

6 for® Confuse 

Our* 

7 Cure Sleep 

Cur* 

3 Cur* Pure \yz$ 

Our* 


































Use of MP (HP) 

Tins item sets the value of MR which 
is reduced when the magic you're now 
editing is used. To set the MP value, move 
the cursor to [Use of MP (HP-When Special 
Attack is selected)] and press the © button. Then, 
simply enter the desired value. 

(Screen 19-1) A maximum of 99 points can he set. 


A* 


■h*RK 


Points 

When the magic you're setting has the effect of changing a 
value, such as giving damage (in the form of penalty points) 
nr recovering HR set the degree to which the value will 
change. Selecting [Points] displays the value-setting menu. 
Er-ter the desired value. 

You cannot set a negative value In [Points], 


Di 




Glass (Magic Glass) 

Before setting the class, set [Use of Class] to ON in 
[Gameplay Edit]. Moving the cursor to [Class] and 
pressing the © button displays tee class menu. 
Select a dnsirnd class you'd like to assign. The 
magic class is related to the monster class. For 
example, when a player uses Class A magic on a 
monster which his Magic Class was set as Class 
9 magic in [Monster] Edit (refer to page 41). that 
monster will get morn damage, 


Class names car bo changed in (Parameter 
Name]. 





































Select a range from the mem [Single] means the magic 
is effective against only one enemy; [Group] against 
enemies of the same type; and |Aii] against all enemies. 


Graphic 

From here, yon can create animation that Is displayed 
when magic is used during the game. Animation may 
consist of three action stages: the first, second and third, 
To create animation, first move the cursor to [Graphic] and 


screen, which is explained in detail or. the next page 


Use the sample set until you become familiar with hie 
procedure. 
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SETTING THE GRAPHICS 

SCREEN CONFIGURATION 

1: You create the magic animation by setting the graphics and movements for each action. Three 
action stages ranging from 1 through 3 are available, but you don't need to set actions for ail You can 
check the current acta stage by the position of the bar shown in the upper toft-hand corner of tie screen. 

2: Load the sample animation data. In all, 16 data sets are available. 

3: S iccify lilts number corresponding to the desired animation graphics. In all, there are 30 different patterns from 
which to choose, 

4: You tan set different movements, such as various fades, Flash aid Fall apart. 

S: You can specify the size of the animation graphic at the beginning and the end, 

Gl You can specify tins position of :he animation graphic at the beginning and the end. 

7; You can set t ie animation graphic in shaking pattern or turning pattern. 

0; You can set Mo pattern of turning movement, as well as reversing. 

9; You ran set Me mini bar of animation graphics and their arrangement. 

Effect i “Only one animation graphic 
Effects - Two animation graphics horizontally 
Effect 3 - Three animation graphics horizontally 
Effect 4 - Two animation graphics vertically 
Effect 5 - Three animation graphics vertically 
10: You can set sound effects for the animation. There 
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SETTING THE AC TION 1 THROUGH ACTION S 

number enables the menu for setting the movement in animation. Use this menu to 
of the animation. You can combine these effects as lies rod When the setting is 
or to return to the Magic Editor. 

The more actions you set, the more complex the movement 
will he. 

MESSAGE 

Finally, set the message to be displayed when the magic is 
used during the gam Selecting [Message] displays 
Message Menu. Select a desired message. The table below 
lists the available messages. 

Set a different message for each magic and special move. 


TABLE QF MESSAGES 

Summon - 3 
Enchant - ! 
invoke - ! 

Charm - ! 

Gail Upon - ! 

Hurl - ! 

Project - E 
Radiate - ! 

Emit - ! 

Discharge - 1 


Gather - ! 
Comrnar.d - ! 
Exhale - i 
Release - ! 
RaiseS ! 

Call Forth - 1 
Beckon - ! 
Awake - l 
Ignite - ! 






































ITEM EDIT 

hi [Item Edit] ye'uil create a variety at items used during tJie game. Ml also create special 
items such as Transport and Key here, [he following explains the procedure used to create items: 

EDIT 

Select [Item] from [System Data], From the command menu tnst is displayed, select TEdit]. For mere 
information on the commands in this menu including lEditl see og. 17, 

SPECIFYING THE EDITING ITEM 

SeJecdng [Ed|t] from the command menu displays the item list screen. From this list select a number denoting No Data 
and confirm the selection using the © button, The [Item Er.tj screen will be displayed. You can now edit a new item. 


A. maximum of 250 item a can be created. 


NAME 

Selecting [Name] displays the text-entry screen. Here, enter 
the name you'il assign to !h& item, Enter the name by 
foJJcwing the same procedure as explained on pg. 15. 



n 



























If tfi3 Item Is Important, set it a? No to Kelt. 


STATS 

Decide whether or not to display the contents of the effect of the 
selected item when the list of items belonging to the character is 
displayed during the game. To use this function select [Stats], press 
the © button and select [HldeJ or [Show], 

The street ot an item can be checked using the [Check Item] magic. 


to create, such as Weapon or Transport. Selecting [Type] displays a menu. 

can select for each type are explained beginning on pm 26 

The contents you can set change according to the type, 


SELL 

Decide whether or not to make the items sellable at a store (see 
pg, 14 Book 2). Move the cursor to [Soli], thee press the S 
button. Select YES or NO. The selling price will be hsir too 
amount set as the purchase price (In [Gold]). 



















































DoiVsr:..; whether or not to allow the cnaracter to drop the stem during the gam*. Select [Drop], 
press the © button and select [Able] or [Unable). 

If [Unable] is selected. [Drop] can't be 

I iimih Mi nimB | 


executed during the game 


In [Gold], enter the price the player must pay during the 
game to buy tire item at a store, Select [Gold], press the © 
button and enter the desired value. The price will be fixed. 
You cannot enter a negative value. 


BREAK 


in [Break], set the percentage for which an item 
has a chance to break. For example, setting the 
break percentage as 10% means the item will 
break and be East after it's used approximately 
10 times. The larger the break percentage, the 
fewer times the item can be used. Selecting 
[Break] displays the menu used to set the break 
percentage.. Set the break percentage by 
choosing the desired value from ibe menu. 

1 he smaller the break percentage, the longer the 
item can be used. 

































































STEMS THAT CAN BE SET BV TYPE 

The previously explained items are set vvth the- seme procedure* regardless of their type. T ie following explains 
tiie Stems that ere set differently, depending on Mr type. See pg. 24 lor [Type]. 


WHEN WEAPON IS SELECTED 

Graphic 

Set the effect graphics used when the character attacks 
ah enemy during battle. Selecting (Graphic] displays a 
list. Choose the desired effect from the list. 

Curse * 

Decide whether or not to make tie weapon removable 
from the equipment if the weapon is cursed, it can't be 
removed from the equipment. Select [Curse], then YES 
or NO. If a Cure Curse magic is created, the player can 
remove the curse when you use the magic. 

Class 

You can set the class of weapon. Select [Class], then 
choose a desired class, from the Class menu. This class 
is related to [Class] in [Monster Edit]. 

Magic 

During battle, the weapon releases the specified magic 
when an attack command is executed from [EQUIP] it It 
is so equipped, or when used from [Item] if the weapon 
is held as an item. 

Who 

Set the characters that can be equipped with the 
weapon. In the character list displayed from [Who], 
so lect a chafactor u Sin g the I eft/rig ht d i re ct on a I 
buttons, then indicate whether or not they can be 
equipped with the weapon using the up/down 
directional buttons. 

Attack 

Set the offensive strength Select [Attack] and enter a 
desired value, This [Attack] will he'added to the 
equipped character's [Attack], 


ATK # 

Decide whether the attack can hit an enemy or enemies 
once or twice' at a time. You can increase the cumber of 
attacks allowed by selecting .Attack ■+ i from [Ability] in 
[Skill Edit]. 


Range 

Set the range within which the weapon is effective. 
Selecting [Range] displays a mcm. Set the range by 
selecting [Single], [Group] or [All], 

WHEN ARMOR, S HIELD OR HELMET IS SELECTED 

Curse * 

Decide whether or mat to make the 
armor/shield/Mmel removable from the equipment. 

If the armor/s hield/he! met is cursed, it can'the 
removed from toe equipment. Select [Curse], then choose 
YES or NO. If a Curt Curst magic is created, the player can 
remove the curse. 



Magic 

During battle, the armor/shieEd/frefrhet releases the 
specifier magic when an attack command is executed from 
[EQUIP] if It is so equipped, or when used from [Item] 'f the 
armor/shield/helmet is held as an item. 


Who 

Set the characters that can he equipped with the 
armor/shield/holFTSct. Selecting [Who] displays the character 
list, Select a character using hie left/right directional 
buttons, and then indicate whether or ngf they can be 
equipped with the armor/shield/helM using the up/down 
direction aS buttons, 
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Guard 




Set the guard tig power of the armor/shield/helmet. 
Select [GuardJ awl enter a desired value. The value set in 
[Guard] will be added to the [Guard] value of the 
equipped character. 


WHEN ACCESSORY IS SELECTED 


Effect 


Set the type of ability that will be manifested when 
equipped with.the accessory. Selecting (Effect] displays a 
mem: listing the settable abilities. Select the desrfld ability. 






Nothing 
No effect. 

MBEF 

Increase or decrease Magic Defarise 

Attack 

Increase or decrease Attack point 

Magic GfiB 

Sol the % of Magic defense. Use this effect, 
you can create the accessory which never 
gets any magic damage if equipped. 

Guard 

Increase or decrease Guard point 

Magic A 

Increase of decrease Magic A point 

AG I 

increase or decrease AGl point 

Magic B 

increase of decrease Magic B paint 

Luck 

increase or decrease Luck point 

Magic C 

Increase of decrease Magic C point 

None 

increase of decrease None class Y&gfc point 



Curse * 

Decide whether or not to make the accessory removable 
from the equipment, if the accessory is cursed, it can'l be 
removed from the equipment. Select [Curse]; then choose 
YES or NO. If a Curs Curse magic is created, the player can 
remove the curse. 


Magic 


During battle, the accessory releases the specified magic 
when an attack command is executed from [EQUIP] if ft is so 
equipped or when used from [Item] If the accessory is held 
as an item. 


Who 


Set the characters that can be equipped with the accessory, 
Selecting [Who] displays the character list, Select a 
character using the left/iight direction a I buttons, and then 
indicate whether or not they can be equipped with the 
accessory using the u p/d own directional buttons. 


'value 


Set the amount by which to change the value of the ability 
specified in [Effect]. Select [Value], enter the desired value, 
and then press the © button to confirm the selection. 


NOTE; Differences between M DEF and Magic, GRD - MDEF wifi increase or decrease of Magic 
Defense0 - 9999). Magic GRD sets the % of magic (Image you cat! prevent If you set 50%, as 
long as yen equip this accessory, you can prevent 50% of any magic damage, if you set 1QQ% } you 
can create an accessory that wilt prevent all Magic damage as long as player has it equipped. 










WHEN MAGIC I S SELECTED 
Magic 

vcu can create an item capable of inflicting specific magic damage. Select (Magic] and set the desired 
magic by making a selection from the list 

WHEN CURE IS SELECTED 

Cure 

You can creale an item that enables the character to recover the r HP or status. Selecting [Cure] displays a list of 
selectable items. Select fie desired- effect. 


if [HF] or [Mfj is specified in [Cure], set how much the HP or MP value will increase. Select [Value] and enter a value 
to be added. 

WHEN TRANS PORT IS SELEC TED 

Type * 

Select the type of transport item. Bring the cursor to |Type] and press the © button. You can now choose [Boat] or 
(Blimp], 

WHEN KEY IS SELECTED 

Key 

You car create eight types of keys, from A through H, From She list that is displayed when [Key] is selected, 
choose a desired key and confirm the selection by pressing the © button. 

WHEN FOOD IS SELECTED 
Food 

A Food turns into an item capable of changing the character's ability. Selecting [FoodJ displays a list ol specifiable 
abilities. Specify the desired item. 


j 




Effect 

Set the amount by which to increase or decrease the value of tile ability specified in [Food], Choose [Effect] and enter 
the value to be added or deducted. You can set a negative value. 


STR - Strength 
OEF ■ Defense 
STA - Stamina 
INI - Intelligence 

Only level up o tins Food can increase characters' ability. 


AG I - Agility 
Luck - Luck 

M BEF - Magic Defense 
EXP - Experience 


* To remove from the equipment any item cursed during the game, use a magic that releases it from the 
curse (cure). 
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CHARACTER EDIT 

In [Character Edit] you'll create main characters in the game by setting parameters sucti as 
name and HR rhe following explains the procedure used to create the characters, 

EDIT 

Selecting (Main Characters] in [System Data] displays the command menu for [Character Edit}. Selecting Id it! 

Irom this menu displays the main character list screen, where yoi can create a new character. Sea pg. if for other 
commands, 

START PARTY 

Specify the members of the party with which the game will 
start. Select ng [Start Party] from, the command men a displays 
the member selection screen. Move the cu r sor to a member 
number end press the © button.. You can iaw select members 
who will form the party, Select the desired main characters, 

You can chocsea maximum of four characters for the Starting 
parly, 


SPECIFYING THE MAIN CHARACTER TO EDIT 

T: t'im a new on a racier in the main character list screen, 
select a number denoting No data. The Main Character Editor 
wilt be displayed with which you ca n create a new character, 
To edit a main character you ve already crested, select the 
number corresponding to that character. 


UtyiidHH 



























NAME 

Enter the name of the main character. You can enter a maximum of eight letters for each name. See 
pff.15 for s detailed explanation of the entry method. 



SKILL 

Specify the skill of the main character [see pg, 33), 

Setting a skill enables the sotting of special'abilities and 
values applicable to the skill. Selecting [Skill] and 
confirming the selection displays the menu used to 
specify the skill. From tire menu, set the Skill you d like to 
assign to the main character. 

See pg. 34 for a tabte of special abilities available for each ski]!. 

TABLE OF ITEMS THAT CAN BE SET 

STB - Strength 

Each time the level of the character increases, the value ef 
the character's [STRJ parameter increases try the value set 
here. This netting is related to the character a attack power. 
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DEF - Defense 

Each time the level of the character increases, the value of the character's [DEF] parameter Increases hy the 
value set here. This setting is related to the character's defensive power. 

STA - Stamina 

Each t me the level of the character Increases, the value of the character's [STA] parameter increases by the value set 
here. This setting Is related to the character's HP value, 

1NT - Intelligence 

Each time the level of the character increases, the value of the character s [INT] parameter increases by die value siii 
here. This setthin is related to the character's MP value. 


AG! - Agility 

Each time the level of the character increases, the value of tire character's [AGi] parameter increases by the value set 
here. The higher the set value, the easier it is for the. character to escape the battle. 

Luck 

Each time the level of the character increases, the value of the character's [luck] parameter increases by the value set 
here. The higher the set value, the less likely It is that the character will fall prey to an enemy s attack. 

Til OFF - Magic Defense 

Each time the level of the character increases, the value of the character's [M DEF] parameter increases by the 
value sot hero. The higher the set value, the less likely it Is that the character will submit to a monster's magic. 
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LEVEL 

Here you'll specify the characters Level lor the start of the 
game. Eeleciing [Level] displays the ability value of the 
currently specified level (values corresponding to the starting 
equipment am included). Enter the desired level using a 
numerical value. 

Votl cannot set 0 as the starting level. 


nsam 


EQUIP 

Here ym II set the articles with which the character is already equipped when the game is 
started. Selecting [Equip] displays the equipment menu. Specify appropriate items for the 
respective parts of the body, such as Helmet for the head and Sword or Shield for the hands 


Voir must create the desired equipment Fn advance 
using [Item Editor]. 

Items That Can Be Set 

Head Items of the [He'met] type can be equipped. 
Body Items of the [Arrnar] type can bue equipped, 

R Hand Items of the [Shield; or [Weapon] types can be 
equipped. 

L Hand Items of the [Shield; or [Weapon] type can be 
equipped. 

Accesst Items of the [Accessory] type can be equipped. 
Access^ Items of the [Accessory] type cur be equipped. 




























































HOW TO USE m ORIGINAL CHARACTER 

You can register in advance the characters you ve created in Anime Maker {see pg. 27 DooH £:• usinp (Import! t-om 
[Memory Card'. To ase an original character in the game, specify its registry number In [Graphin] as explained above.. 


M AGIC LEVEL 

Here you'll specify the level of each magic 
that the character cart master. Selecting Magic 
Level] displays a :'st of mogte. Choose a desired 
magic and press the © button, Then, simply enter 
llie lew! of magic the character can master 

The character will not master a magic for which no 
[Magic Level! is set 

GRAPHIC AND CIR ( COLOR) 

In [Graphic], specify the graphics used for t ic 
character. Selecting [Graphic] displays the screen from 
which you can select the number corresponding to the 
graphics you'd ike to assign the character. Use the 
directional buttons to view different graphics then 
choose the desired character graphics. Once the 

character graphics are set. select one of "he to or color patterns for the character in [GIF] 

Sixty-eight graphics are available. You can also create your own character in A.iimr- Maker. After you import the data, 
you can choose i: here. 
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SKILL EDIT 

in [S!-:=!| :•{!!!| youT[ create skills the characters can acquire. Setting a ski!! to the character 
grants him the corresponding abilities. 

Ml 

Selecting jtdft] displays toe skill list screen. To create a new skill move the cursor to a number denoting No 
Data and press the © button, 

SPECIFYING m EDITING SKILL 

Selecting [Edit] from the command ffiemi displays the item list screen. From this list select a number denoting No Data 
and confirm the selection using the © button. The [Item Edit] screen will be displayed. You can now edit a new item. 

Name 

First, enter the name c f the skill you', he creating. Enter the name by following the procedure explained an pg. 15. 

Ability 

Before setting an ability, you must set the use of abilities to ON in [GamePlay Edit]. Selecting [Ability! displays a selection 
window. Select the desired ability from the window. 

Abilities 

The characters can have abilities other than magic or special attacks by acquiring the skills that accompany these 
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TABLE OF ABILITIES 


1* Nona - No ability, 

2. First Attack - Enables the character to attack More the enemy sees. 

3. Treasure Find Up - Increases the probability at which the treasure box shows up upon defeating the enemy. 

4. 1/2 MP Cost - Reduces to halt the vsL uo of the M P consumed wlien mag ig is used. 

5. 2x Magic damage - Doubles the magic damage sustained by the enemy, 

6. Cr it s caf Hi t Up ■ In cteas es tfie □ rah ability' at w hicb a c ritic a! h; t oc-c u rs. 

7. Battle Heal - Causes the HF value to increase randomly during battle. 

8. Counter attack - Enables the character to attack at an appropriate probability when attacked by the enemy, 

9. Attack +1 - Increases by one count the set number of attacks allowed with the weapon. 

m Reflect Attacks - Enables the character to reflect the attack an3 inflict damage upon the enemy. 

11. HP Brain - Sometimes increases the character's IIP value by stealing the MR of the enemy being hit. 

12. EXP up increases the EXP {experience) value gained upon defeating the enemy, 

13. No Class - ignores the class relationship between the magic end the enemy. 

14. Random Ability - During battle the character choose one of Abilities randomly in each turn, therefore, in the 

battle, each turn, the character lias different ability. 

15. A! ■ Causes the character to act according to the situation without accepting commands issued during battle. 

16. Resist pyiagtc - Causes the enemy's magic to become ineffective during battle. 











HEMS THAT CAN BE SET M SKILL EDIT 
m ■ Strength 

Each time the character's level increases, the value of the character's l STR] parameter increases 
[iv the value set here. Hiss value affects the character s attack power, 

OEF - Defense ^SB? 

Each time the character s level increases, me value of the character’s [DEF] parameter increases by the value 
set here.This value affects the character's defensive power. 

STA - Stamina 

Each time the character's level increases, the value of the characters [STA] parameter increases by the value set here, 
III is value affects the character's HP value. 

INT - intelligence 

Each time the character's level increases, the value of the character's (INT] parameter increases by the value set here. 
This value affects the character's MR value. 

AGI - Agility 


Each time the character's level increases, the value of the character's [AGI] parameter increases by the value set here, 
The larger tic set value, the easier il becomes for the charactr to escape a battle. 


Luck 


Each time the character's level increases, the value of the character's [Luck] parameter : ncreases by the value set here. 
The higher the set value, the less likely it is that the character will fall prey to the enemy's attack, 

M DEF - Magic Defense 

Each time the character's level increases, the value of the character's LSTR] parameter increases by the value set here. 
This value affects the character's defensive power against magic 






S ATK - SPE CI AL ATTACK 

Selecting tills item display 
Special Attack after the player at^unra 
like to set and nress the IS button. 

the desired iWSt _ 

Special Attacks are created using 


c at Attacks. First of afh you decide what level of player can get the 
i you are now creating. Choose the level (of special attack) you d 
Attacks hnamcf youV e created in advance will he displayed. Select 


(Magic Edit), 


You have to create Special Attacks using {Magic Edit] 
before setting an [S ATK]. 

































CONDITION 

Condition is a function foal allows the character to change their skill* by toiling a Skills selection shop 
(see pg. 14 Book 2) once a specific condition has been satisfied. In [Condition] you'll set the conditions for 
changes in skill. Selecting this item displays the con dilion list screen. Select the item you d ike to set as the 
condition, then press the right directional button. You can now set the specific content for each conditional item 




Ait items can be set as conditions for changes in skill 

Level - M DEF 

From Level through M DEF, spec fy a desired value as the 
condition. In other words, the character can change their 
ski Its when the applicable value reaches the specified 
number. 

LVL 00, - Level 
STR 0OQCL - Strength 
DEF 0000c - Defense 
ST A 0000. - Stamina 
INT Qooo. - intelligence 
AGI0000, - Agility 
LUCK 0000, - Luck 
M DEF 0000. - Magic Defense 

Characters 

Specify the characters that can acquire the skill you re now editing. Selecting this item and pressing the right 
directional button displays the character selection menu. In this menu you can select the applicable character with the 
left/right directional buttons, and switch between 0 (eligible) and X (not eligible) using the up/d own directional buttons. 

Has Item 

The character can change their skills only when they have a specific item. Here, specify the item used as the condition 
for change in skill. Highlight [Has Item] and choose a specific ken wt eh you create using [item Edit], You have to 
create item/s using [Item Edit] before setting this. 

Switch ### ON 

The character can change their skills only when a specific switch is. set to ON. For [Switch], see pg. 9 flock 2. 

Has a Skill 

The character can change their skills only when they currently have a specific skill. Specify the skill to be set as the 
condition. The skill has to be created before setting this item. 
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MONSTER EDU 

In [Monster Edit], you' !l create data for monsters that will show m during the game. To place on 
a map the monster you've created: in this editor, use [Monster Appearance] : n [System Data] (see 
pg„ 53). 

EDIT 

Select [Monster] from [System Edit], When the edit menu is displayed, select [Edit], Other commands are explained 
oir:p|. 17, 


SPECIFYING THE MONSTER TO EDIT 

Selecting [Edit] from the edit menu displays the monster list 
screen, To create a new monster, select a number denoting No 
Data, To edit an existing monster, select that monster, 


HP and MR arc displayed next to the name of the monster. 

NAME 

Select a monster number with New Monster indicated next to 
it, then press the ® button. Ths text-entry screen will he 
displayed For text-entry explanations seepg, 





























ITEMS THAT CAN BE SET 


Set the 1HP] value, A maximum of 9,999 paints can bt set for this value. The larger tniis value, the ^rger 
the nr q n i^tti r 1 s STA value will be. 

WIP 

Set t!ie [MR] value. A maxi mum of 9.999 paints can be set for infs value. The farcer this value, the large: the monster s 
MR value will be. 





Attack 

Set the [Attack] value. A maximum of 9,999 points can be set for this value. The larger this value, the greater the 
damage sustained by the main character will be. 

Guard 

Set the [Girardj value, The greater this value, the higher the monster's guard against physical attack becomes, Le„ 
the monster will be less likely to sustain damage from the main character's physical arack. 

AGI - Agility 

Set Ids [AGI] value. A maximum of 9,999 points can be set for this value. The greater this value, the less likely it is 
that the monster will fall prey to the main character's attack, 

M DEF - Magic Defense 

Set the [M DEF] value. The greater this value, the higher the monster's guard against magic becomes, i,e„ the 
monster will be less likely to sustain damace from the main character's magic attack. 

EXP - Experience 

Set the [EXP] [experience) value. A maximum of 9,999 points can he set for this value, which becomes the experience 
the main character gains upon defeating the monster you're now creating. 

Gold 

Set the [Gold] value- A maximum of 9,999 points can be set for this value, which becomes the amount of money the 
main character gets upon defeating the monster you're now creating. 

BALANCE BETWEEN THE MAIN CHAR ACTERS AND THE MONST ERS 

The game loses a good sense of balance if strong enemies appear right after 
the game is started or weak enemies show up toward the end of the game. 
Consider the attack power and stamina of the main characters, nod properly 
set the strength of each monster by checking the balance through repeated 
trial plays. 

Make toe Boss slightly string nr than the others. 



















EDIT ATTA6K/TRIASURE 

Selling pit AtteckfTreasure] displays the screen In which you can set the attack patterns of 
monsters and items regarding the treasure box. Tnn items are available in this screen, including 
•Abilities] ard [Treasure] - (Treasure Box Probability). The following explains the procedure used to set 
each item, The items set here can be checked in [Battle Test] from [Monster Appearance]. 

When is- character defeats a monster in the battle, lie receives a measure box containing an item. 

ABIL ITIES 

Here you 11 set a special ability (latent) tor each monster. 

Selecting [Abilities] displays the ability list screen. Se ect the 
ability you’d like to assign the monster you're now creating. 

Sec the table: below for the abilities that can be sat. 

TABLE OF ABILITIES 

No critical Hits 

The monster will not score any critical hits. 

Critical Hit tip 

Tile monster s critical hit probability will go up. 

Double Attack 

Attack twice in one turn. 

Mult? Attack 

Attack three times in one turn. 

Pdiss 1/2 at the attacks 




Tbe probability that the Monster will miss the 
attack wii!' ae 50%, 

2 x damage 

The monster’s magic attack power will be doubled. 

Auto Battle 

The probabilities that are set In [Attack Patterns] wifi all be the same. For example; when you set 
probabilities as; normal attack B0%, Magic 10%, Guard 10% and than [Auto Battle] is Initiated, all 
probabilities will be- changed to 33% each. Only patterns that are not 0% wilt be affected when [Auto Battle] 
is initiated. 


































ATTACK PAT TERNS 

Set the pattern in which the monster mounts its attacks. Select the action pattern, then press the right 
directional button to enter the probability at which the monster mounts [tie applicable attack, When a 
probability is set for all action patterns, the total probability value should not exceed 100%. 



NORMAL (Direct attack partem) 

Normal Attack - Attacks oily as a physical attack. 

Charge Attack [normal damage) - Attacks by charging but receives a counterattack of the character being attacked. 
Poison Attack - Poisons the character who has sustained damage. 

Paralyze Attack - Paralyzes the character who has sustained damage. 

Sleep Attack - Puis to sleep the character who lias sustained damage. 


Petrify Attack - Petrifies the character wire has sustained damage. 

Critical Hit - Immediately kills the character who has sustained damans. 

ACTION (indirect attack pattern) 

Do nothing - Does not attack or defend himself. 

Guard - Guards himself. The damage inflicted by the character is reduced to about half. 

Flee - Runs away from the hattie. The character will net gain EXP from a monster that ran away. 

Self-destruct Self-destructs when Ihe HP value drops to half, thereby inflicting damage upon the character. 
Steal MP - Mounts an attack to steal iVlP from the character 

Hide - Hides himself. Even when the battle ends while the monster is in hiding the character still receives the 
treasure box and oilier entitle me its. 

Magic 

Mounts attacks using the magic specified here. 

S ATK (Special Attack) 

Mounts attacks using the special move specified here. 
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ITEMS THAT CAN BE SET 


This sect n explains the setting items regarding monsters other than their abilities and attack 
patterns. Sol acting the Item you'd like to set displays the corresponding menu. You can use this 
menu to set the contents of the item. 


Class 



Set the ef ass d the mo rat er ye u : re n d w c re atm g. Select! ng this item {3 is p lays 1 h c eta ss me n n [IM a g icA]. [M agic B] s \ X, 

[MagirX] and [None], rtiu classes displayed are the same as those of magic. This item can be set if [Use of Class] is X 
set to ON in [Gamepl ay Edit]. V 


IMPORTANT! 

Relationship between Magic Class and Damage: 

The chart below explains the relationship between Magic Classes and damage. 

The chart explains when the magic class of Monster is set, how much damage the main characters can give to monsters 



MAIN Ch 

ARACIER S MAG 

c CUSS 

Monster Class 

Magic A 

Magic B 

Magic C 

Hone 

Magic A 

25 % 

50 % 

150 % 

100 % 

Magic B 

150 % 

26 % 

50 % 

100 % 

Magic C 

50 % 

15 . 0 % 

25 % 

100 % 

None 

100 % 

100 % 

IS 

i m 


FOR EXAMPLE; when you set the 
monster's class as Magic A. Class c 
magic vv II cause more damage than 
using any other class magics’ 


Magic GRD - Magic Guard 

Decide whether or not to enable the magic guard value 
set In [M DEF|. This item can be set if [Use of Class] is 
sat to OFF in [Gamapiay Edit]. 


/ 


Magic A 

Decide whether or not a Class A magic 
attack, released from the main character 
party, is effective [ON] the monster you're 
now cresting. 

if [OFF] is selected,, the monster will not 
sustain any damage from Class A magic. 


Magic C 

Decide whether or not a Class C magic attack, releasor 
from the man character party, ineffective on the monster 
you re now creating. 

[f OFF is selected, the monster will not sustain any damage 
from Class C magic. 


Magic B 

Decide whether or not a Class B magic 
attack, released from the main character 
party, is effective nn the monster you re 
now creating. 

If OFF is selected, the monster will no: 
sustain any damage from Glass B magic, 


None - No class magic 

Decide whether or not a No Class magic attack, released 
from the main character party, is effective on the monster 
you're now creating. 

if OFF is selected, the monster will not sustain any 
damage from No class magic. 





































TREASURE 

Set the probability at 'which the character receives a treasure box upon dtfeati ig the monster. Freni the 
menu displayed when fTreasurej is selected, c ; noose the desired probability value. 

What is Treasure Box? 

The treasure box is a reward the character receives upon defeating a monster in battle. Ycu can specify the item 
contained in the treasure box. Only one item can bn placed in the treasure box. The character can't receive a treasure 
box if all enemas have run away during battle, 



CONTENTS 

Settle item contained in tie treasure box Selecting [Contents] displays the menu used to specify an item. Select the 
desired item. 



Selecting a graphic enters the name automatically if you 
don't want to spend time on name entry, you can select the 
graphics first. 

HOW TO USE AN ORIGINAL MONSTER 

Create a monster in An fine Makes then save the data to the 
Memory Card. Next, load it into the game data try following 
the same orocebure explained on ag. 32, 


Color 

You can choose one of four color patterns for the monster selected n 'Graphic] Toe color pattern changes each time 
the © button is pressed. 

Reverse 

Decide whether or not to use the monster graphics by reversing t ISO degrees. 


GRAPHIC 

Set the graphics far the monster. Select [Graphic] and use the directional buttons to select the monster. 



























Delete 


bxecuting this command deletes the selected dungeon. If you d like to delete mi itiple dungeons, you must select them 
by one. 

Delete All 

Used to delete all dungeon data at once. Deleted data cannot be restored. 


Move 

Used to change the map number of the dungeon you've 
created. Select a map and move the cursor to ts destination, 
then press the © button. If data already exists at the 
destination, that data Mill be overwritten. 


Copy 

l his is used to copy a dungeon. Select the dungeon you'd like 
to copy, then specify the destination. A copy of the selected 
dungeon will be created at the destination. If data already 
exists at the destination, that data wit he overwritten, 


aUNBEON EDIT 

Hare you II i reate a dungeon map on which the main character actually engages in action. You 
can create m original map by combining different parts, such as towns, castles aid dungeons. 
Use the various graphic data provided with the software to create an interesting dungeon, 

EDIT COM MANDS 
Edit 


Used to create/edit a dungeon map. In {Sample], you can 
use tie samp o data provided in the software. In [Custom], 
you'll create an outside world, or dungeon within a building. 
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EDIT 

Select [Edit] in Dungeon Edit. Selecting the -dungeon you'd like to edit displays the creation screen. 

Select [Sampse] or [Custom] to display the map-creation screen. if [Sample] is selected, the screen will only 
display the Name, BGM and Bfi (Background Image} commands in the edit command list When [Custom] is selected, 
ail co rnman d s show n b el aw wi 11 be dis playe d. Ul . .__ . .. . ■ • 


Use the various functions available to create a 

dungeon that matches the one you've imagined. 

EXPLAN ATION OF COTVHV1ANDS 

Information window; 

NO. Indicates the map number and name of the 
dungeon map currently being displayed. 

BGM indicates the BGM set for the dungeon map 
currently being displayed. 

Ske indicates the s.ze of the dungeon map 
currently displayed using the number of 
map parts, 

MEM Indicates the overall capacity available diet 
is not currently treed by system data. 

Used Indicates the capacity used or the dungeon 
map screen currently being displayed, 

POS Indicates the current cursor position In the map-creation screen, 

Auto Fist Indicates whether nr not the Automatic Fix mode is ON (or OFF). 

Shoe Icon indicates whether or nut the created characters can move on the black ar not, (0=0K, X=NG) 

Command fist: 

Parts 1 Displays the list of parts you can use to create a dungeon map, one trie at a time, 

Parts 2 Displays a part list similar to that In Parts 1, but allows you to place many ties in a single operation. Select 

the starting point with the © button move the cursor to lay the parts dawn in a continuous pattern and 
then press © button again to complete the operation. 

Cut Deletes the parts inside the specified area of the dungeon map and stores it En the clipboard so it can be 
pasted later. 

Copy Temporarily stores the specified area of the dungeon map. 

Paste Pastes the data temporality stored using [Copy] to a specified destination on the map. 

Name Displays the text-entry screen where you can assign a name to the dungeon map. 

BGM Sets the BGM tliat will be played during the game white the screen is showing the map currently displayed. 

BG. Selects wallpaper or tile as the background to be pasted into the dungeon map. 

Mode Toggles the Automatic Fix mode ON and OFF, which applies white creating a dungeon map. 

























CREATING A DUNGEON 

A. Using Sample Data 

Selecting {Sample] m {New Dungeon Data] displays a Iisi of commands you can use to select 
desired graphic data provided with the software. Select one of the 20 types of graphics available from 
[Dungeon! to [Other], the” select the number corresponding to the item you'd like to set. 

Use the sample data that best matches the setting. 

B. Creating Custom Data 

Create a new dungeon of your own. 

1, Select the type of map you'll be creating. Select [Custom] from 
[Hew Dungeon Data] and decide whether to show the inside or 
outside of the building with the map. Pressing the © button 
displays the dungeon-creation screen. 

2, Select the parts yos (1 like to use from [Parts 1 (2)]. First, press 
the© button to return to the dungeon-creation screen, then 
move the cursor to the location in which you'd like to place toe 
part. Pressing the @ button displays a command list. Select the 
part from the list and place it using the © button. You can also 
display the Pan Selection sc r een using the Start button, 

3, Select [Wallpaper] or [Tile] In [SGJ to fill tn the empty space on 
the map. 




different parts for the inside and outside to effectively depict 
me different settings. 
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to delete areas of the map you find unnecessary. Move the cursor to the starting point of 
to cut confirm the selection, and set the end point, Pressing the © button outs out the 
can also defete an area by executing tine command white holding the Ri or R2 button, 
data that has been out is stored temporarily, and car? be pasted. 

COPY/PASTE 

(Copy] Js used to temporarily store a specified area of the map. First, select the area of the map you'd like to copy then 
confirm the selection. Specify the destination and execute [Paste] to copy the selected area. 


You can paste die same data continuously until different data is 
copied. 


Use [Copy] and [Paste] to copy the data. 

ABOUT NAME/BGM. 


Use [flame] to assign a name to the dungeon map. Selecting this command displays the text-entry screen (for text-entry 
explanations see pg. 15). [BGIYt] is used to set the BGM that wilt play In this dungeon screen during the game, Select the 
name of die BGM using tiie directional buttons, then confirm your choice. You can afsa set No 8GM. 






































BG - B ACKGROU ND IMAGE 

Background Image is a runclion used to fill in empty space on the dungeon map. Graphic data 
m [Wallpaper] srcrt [Tile] types ate provided with the software. You ear only set one type, 

[Wallpaper] or [TlleL for the background-image data. 

D fferent patterns cf background-image data are 
provided. 


ABPUT MODE SWITCHIN G 

Selecting [Mode] enables you to choose whether or not to 
automatically fix the arrangement of parts (ON or OFF) when 
they're placed continuously. Selecting ON causes the 
adjoining parts to be placed/rearranged automatically, 
hut only when the specified parts are selected. You 
can also switc h betw ee n the ON and OFF settings 
using either EO or El 

Select the inode setting according to the dungeon 
you're creating, 




























































Edit 

Used to create/edit a field trap. Select pans from the field- 
map Part Selection screen, and place them on the screen 
you re now creating. You can create a maximum of eight 
field maps. 

Move 

Used ta charge the map number of the field map you ve 
created. Select the map you'd like to move, place ihe 
cursor aver the new destination, and pi ass the ® button. 

Copy 

Used to copy a specified area of the held map. When the 
destination is specified, the same map area will be 
created in that in oaf i nr. if data already exists at the 
destination,, that data will be overwritten. 

Delete 

Executing this command deletes the selected map, if you'd 
like to delete multiple maps, you must select them one by 
one, 


Delete All 

Used to delete all fie Id-map data at once. Deleted data 
cannot be restored. 


FIELD EDIT 

Here you'll create afield map, which will be used as the setting for ycur story Tee field map is a 
world map that represents the entire world the main characters will explore in their adventure. Position 
parts by considering the seography nf the overall map, then refine the field map by setting the tew os In 
which various events take place anti the roads that connect those towns. 


EDIT COMMANDS 






















EJH 

Select the map you : d like to edit in |Editj. Press the © button to display the map-creation 
screen. Press the © button to display the command list, and jse tiro commands to create/edit a 
map. the following commands are available when creating a new map or updating an existing map 

k maximum of 360 parts can be placed on a single mas. 

EXPLANATIONS OF COMMAND 

information Window 

HO. indicates the name and number of the field map 
currently being displayed, 

3 GM. Indi cates th e B GM set far the fie id m ap c urre ntly 

being created. 

POS (Position} Indicates the cursor position in the 

map-creation screen currently 
being displayed. 

MEM (Free Memory) Indicates the overall capacity 

available that is currently not 
being used by system data. 

Used Indicates the capacity used on the field-map 
screen currently being displayed. 

Town Indicates the number of the town currently being 
created. You can create a maximum of 30 towns. 

Path Indicates the number of the Path currently being 
created. You can create a maximum of 99 Paths, 


Commands 
Parts 
Cut 
Copy 
Paste 
Ha me 
GGM 
Tile A 
Town 
Path 


Displays a list of parts you can use to create a field map. 

Deletes the parts from within the specified area of the field map currently displayed. 
Temporarily stores in memory a specified area of the field map. 

Pastes hie data temporarily stared with [Copy] to a specified destination on the map, 
Switches to the text-entry screen, in which you can assign a name to the field map. 
Sets the BGM that will be played while the screen is showing the current field map. 
Switches between [Tile A] and [Tile 8] and sets a desired tile in the field-map screen, 
Sals a town on the field map. This Will be a connection to the dungeon map. 

Creates a Path on the field map. The Path will connect the towns you've already set. 



























13 In ths field-map position screen displays an older 
cursor. Selecting [UP], [Down]. [Left] or [Right] 
automatically displays the part(s) that will be connected cm the selected 
side. It more than one part is .available, use the left/right directional buttons, 

Place the applicable part using tee © button. 


CREATING A MAP 

The following describes the procedure used to create a field map, 

1. Selecting [Pels] from the command list in the mnp-crestmn screen for pressing the Start button). Displays the Part 
Selection screen. Choose a desired part and press the © button; The selected part will he temporarily stored, and 
you I! retorn to the map-creation screen, 

2. Move tne cursor to the desired position a ad press the © burton. The selected part wilt be placed in the desired 
position. Be sure to place the cursor inside the white frame. If the cursor is in contact with die frame, the part will not 
be placed, 

3. Repeat the above procedure to complete the f old map. Useful features such as [Cut), [Copy] and [Paste] are also 
available, 


Place the selected carts one by one. 


The [World Map] in 
which your adventure 
takes place is now 
complete. 
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TOWN-CREATION SC BEEN 

Graphic 

Select the town graphics that yeirll place ah 
the field map. Various graphics such as cay ties, 
houses, towers are available. You can also set No 
Graphics. 


Name 


Seta name for the town. The name will be displayed on the 
field-map screen when the main character enters the town 
during the game. 


Appear - Conditions for Appearance 

Set the conditions for town graphics. Selecting [Switch ON] 
(fi splay when the switch is ON) enables you to control hie 
appearance of town graphics using the switch number, If 
Select [Always], tie town you created wifi appear any time. 


Destination - Warp Destination 

Connect the i m\ and dungeon. Select the ifcngeon of the warp destination, then confirm the selection, To return to the 
field map from the dungeon, you must set the event. 

Location - Warp Location 

Set the exact location in the dungeon where the main character wi| appear. Check the warp location in. the dungeon to 
confirm the selection. 




Method - Warp Method 

Here, you can choose the screen effect that will take place when the main character warps. For instance, if you 
choose [Black melt'!], the screen will lade out. 
































PATH 

Set Paths that will connect towns. 

1. Pressing the © Button displays the command list. Select and execute [Path], and the Path-creation screen will be 
displayed, 

2. Place ftp cursor on the town where you want to start the Path, and press Hie © button. Next, select the town where 
you'd like the Path ft end and press the © button. The Path will be displayed. To create a Patti, you must set two or 
more towns in advance. 

3, When the Path is displayed, a screen used ft set the [Appear /Move] win appear. If you don't want to set the 
conditions, simply exit the screen, If you want to use the switch to control when to make the Pattis appear and 
when to make them movable, enter the switch number. 

Appear - Conditions far Appearance 

Set the conditions for Path, Selecting [Switch GNj {Display when the switch it; ON) enables you tc control the 
appearance of Path using the switch number. If you select [Always], the Path will always be visible and car he used 
by !hc pfayer at anytime. 

Conditions that enable the use of the Path 

conditions that will enable the use of the Path. Selecting [Switch ON] (Display when the switch is ON) 
to control whether the player can use the Path using the switch number If you select [Always} the 

Path will always be visible and can be used by the player at anytime. 


Select the towns you'll use to stall and 
end the Path in order to create the 
Path. 

You can control when to make the Path 
appear by setting the conditions. 


ABOUT NAME. BGM AND THE A 

Selecting [Name] lets you assign a name to the field map. In [BGM] you can set 
the background music that win be played during tie game, pile A] fs Osccr ft set 
whether or not to wrinkle the map. The presence of the tils greatly affects the 
map's appearance. 


Selecting [Tile B] makes map creation easier. 











































You must create data for monsters and dungeon 
maps in advance. 


In [Garnetay Edit! select [Auto] or [Manual] in advance to decide 
tow the monsters appear 


MONSTER APPEARANCE 

You can set the monsters created in 
{Monster Edit] to appear randomly on the 
dungeon map. Before setting any details here, 
you must choose either the map unit or the parts unit 
in [Gameplay Edit], Depending on your selection in 


[Gameplay Edit], die method of monster appearance will differ. 


The monsters that you have sat will appear on the dungeon maps. 


MANUAL OR AUTOMATIC 


f you select [Auto] in [Monster Appearance] in [Gameplay Edit], you'll 
set the probability at which the monsters appear for each dungeon 
map. Selecting [Manual] sets the probability for teach pari of the map. 


COiftEIJfflOil BETWEEN MO NSTER APPEARANCE AND MO ^pr f^it 

To set the monster appearance, you must create monster data in 
[Monster Edit] in system data first. Yoiril also need the dungeon 
map data. 
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EDIT 

Menu Screen 

Seseci the dungeon map in [Edit] in [Monster Appearance] ia 
order to decide how the monsters will appear. Selecting the 
dungeon map unit in [Gameplay Edit] displays the Menu for 
monster appearance, while selecting the parts unit displays the 
screen to select the area of monster appearance. 




Select Monster 

You'll set the monster you'd like to display on the dungeon map. To set the monster, you 
can select a monster created in [Monster Edit] in RPG Maker or in [Monster] in Anifiie 
Maker.. 

You can also set a monster you've created or. your own. 

Set the Probabinty/Setecrfc BGM 

You can change the probability d the monster's appearance In [Probability’-. There 
are Ten different levels - 0 (Min)-5(Max), in [BGM] you can set the background 
music that is played during battle. 

Battle Test 

After setting the monster appearance, try the Battle Test, You can check the strength of the monsters you've 
positioned ay having them fight against the main character you've created. Select the main character set the battle 
conditions in [Conditions], and select [Start Test]. The test will beg!-. 


B ATTLE SCREEN M ENU 

Fight Go to the Fighting command menu. 

Auto Automatic fighting. 

Flee The party will run from the enemy i? possible. 
Plan Setting for Auto battle. 

Corrfig Var oiis- system settings within tho Battle. 

Data Displays all status data for party members anti 
enemies. 

Exit Exit test play. 


DAT A SCREEN 

(I) Data#:?? {2} Edit#:??? (3) Group:??? 

Name: ??????? 

HR:????/???? MP: ????/???? 

(4) GRD:???? (5) AGI:????'(6) LUK;???7 (7) MGR:???? 
(8) Attach {L: ???? R; ????} (9) Ctass: MagicA 
(10] MAG:[AM:??7 BM:??? CM:??? NM:?7?) 

(II) STA: Death Petrify, Paralyze, Sleep, Confuse, 
Silence, Hide 

(12) Effect: M-ftef M-ftes M-1/2Res S-1/2Fes 

(13) AJJI; ???? 


(1) 

Data #: 

m 

Edit #: 

(3) 

Group: 

{4} 

GRD; 

(5) 

AGt; 

W 

LUK: 

{?} 

MGR: 

m 

Attack 

0} 

Class: 

(10) MAG: 

(11) STA: 

(12) Effect 

[13] Abi: 


Data f for ail characters in the battle included 
Main Characters and enemies. 

Edit number of Main characters and monsters 
in each EDIT mods. 

Enemy or Main Character 
Guard 

Agility 

luck 

Magic Guard [AM - Magic A, BM - MagicB.. BM 
- MagicC, NM - tone Class Magic 
Attack power 

Magic Class iA or Et or C or None) 

Magic Guard by Glass (AM- MagicA, BM: 
MagicB, CM: MagioC, NM: None) 

Indicate Status abnormalities (Death, Petrify, 
Paralyze, Sleep, Confess Silence. Hide) 

Effect - M-M [Reflect Magic), M-Res:f Resist 
Magic}, M-f/2Res:{Resist Magic- 50%}, 

S0/2Res:[Resist 5 ATK 50%) 

Ability listings next page, 
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With [Wove] and JCcpy], you can create the game much more 
quickly. 


You can move the monster appearance data you ve already set to 
another dungeon using [Move], which is one of the commands for 
monster appearance. [Copy] duplicates the data on the specified 
dungeon. You can t move or copy the data to a place in which no 
dun aeon data is available. 


Ability — Main Characters 

first Attack 
Treasure Find UP 
1/2 MP Cost 
2x Magic Damage 
Battle Heal 
Counter Attack 
Reflect Attack 


WHEN THE MAP UNIT (AUTOMATIC) IS USE D FOR SETTING 

1. The following describes the procedure used to position the monsters 
when monster appearance is set by map unit (Auto), By selecting the 
dungeon map on which to position the monster a Menu will he displayed. 
Select the monster to position em [Select Monster] and decide the 
probability at which the monster appears in [Probability]. 


The probability of monster appearance can be set ter each dungeon. 


(13) Abb 

Ability — Enemy 

NO CRT Critical hit probability down, 

C R r UP Crtii cal hit probab i I tty up. 

AIK 2x Double Attack 
ATK3X Multi Attack 
Missl/2 Miss attack probability S0% up 
MR 2 jc Mag ic effe ct tw i e e more 
Auto I i m protiabiti ties which you set in [Attack 

Patterns] wilt be all the same. 


2. JBGMJ lets you set toe background music that is played dur ng battle. 
Selecting the main character that you want-to use in the test and sating 
the battle conditions in [BattleTest] starto the test, if you select [Exit] 
during the test the test will be terminated, and you II return to the 
setting screen for the battle test. 


Tlie battle tost is important to check the ovemtf balance of the game. 















































WHEN THE PAR TS UNIT (MANUAL) IS USED FOR SETTING 

The following describes the procedure used to position the monsters when the monster appearance is 
set using [Manual] in [Game pi ay Edit], [Manual] lets you position the monsters in a smaller area than 
They're positioned with the dungeon map unit. First, select a dungeon map in [Monster Appearance 
in which to position the monster The dungeon map will bs displayed. 

You can make the monster appear only within a specified area. 

2. Select the area in which yon want the monster to appear Move the 
cursor to the starting point and press the © button, Thor move the 
cursor to the ending point and confirm the selection. The selected area 
will be highlighted,! lie © button displays the list of commands for 
the monster appearance. Follow the same procedure as the dungeon 
map positioning for setting. 


The area will be displayed in red while U's being selected, 


COMMAND LIST; 


Cut Data 

Copy Data 

Paste Data 
Delute Area 


You can cut the monster appearance date you've 
already set to the area. 

You can copy the monster appearance data you've 
already set to the area 

You can paste the monster appearance data you've copied or cut to the area you want 
Delete area you've created, 


WHEN TO USE 

If you want monsters of different types or levels to appear separately in one dungeon T nap : select [Manual] in [Gameplay 
Edit] for monster appearance. This is useful if you've created different areas or the same dungeon map for the main 
character to enter when his level is low and when his level is high. The game will be more exerting if the monsters are 
categorized on the same dungeon map according to Die main character's level 


mm 

You cm not use [Manual] anti [Auto] at the same time in one dungeon map. if you set the [Monstar Appearance] as 
[Auto] and want to change the setting as [Manual select [Manual] in [Monster Appearance] in [Gameplay EtiitWen go 
hack, to [Monster Appearance Ldit] and select [Edit} and choose the dungeon map you want to set. Press the & 
button to display COMMAND LIST. Select Delete area first Then you cm select the areals} you want monster lo 
appear in. 

























INFO 

set the game information for the management of game data. T ie settings tiers wilt 
you lo display the title name of the game and the staff name during the game. Specifying 
scenario name will also make data management easier. In addition, setting a password can 
prevent the data from b&m loaded by a third party, 

SET SYSTEM DATA SCREEN 


Title Name 

Enter the title name for the game. The title namn entered will be 
set for display in the title adit menu. To display the title during the 
game, you must create an event called [Display Tit e], in which the 
content of the event is already set. 


Scenario Name 

Specify the scenario used to start the game. The scenario name can't 
be displayed during the game. The name is specified only for the 
sake of managing the scenario data. You can check the scenario 
name in the data load (save) screen stored in the Memory Card. All 
the scenario names can he set or changed in [Scenario Name] h the 
scenario registration data. 


Staff Name 

You'll set four nemos for each Title name- and author name in the game, The information set here will be displayed on the 
staff Title that appears at the end of the game. The author name entered under [Title] at the top wiEi be displayed as the 
name on the load (save) screen in die Memory Card, 























Delete System Data 

You can delete ali the system data at once. There will bs no need to select and delete data one by one. A confirmation 
message will be displayed before tie deletion of data. 


Attention: 

in the password seeing screen, a warning message will be 
displayed (see the screenshot on the right}. Once you set the 
password, you won't be abte to delete it unless you ir tialize 
tile game data. Please he advised 


Don' t forget I tic password you've set. 


Setting ttie password can prevent accidents from occurring. 


System Password 

Set a password to manage the game data. 
Once you set the password, you'll not be able 
to load the system data unless you enter the 
password. This will prevent the data from 
accidentally being overwritten by a third party. 

































You may run a test play following the creation of each event. 

RESUME 

The Test Play resumes from the scene in which a save was executed with [Quick 
Save] (Hiring the previous test play., or from the save point immediately before the 
reset. 

CONTINUE 

You can select tiie data from among the data sets saved at different save points. 

To save data you that create an event called [Save Feint] in Event Edit to save to a 
Memory Card, or you can save the data to a Memory Card in the Field Map screen during game play, 
Note that $}.u can't resume test pi ay with the data saved using [Quick Save] from [Continue} menu. 


EXPLANATION QF MENU COMMANDS 

Pressing the ® button during test play displays the comm and-list screen, 
as shown in the screen shot on the right. The settings mads with these 
commands remain effective only during the Test Play. The settings are 
initialized upon each, reset. 

You can avoid battles by setting the monster appearance to OFF. 


Item 

Used to set items. Selecting [item] displays the selling screen. When the ® 
button is pressed once, you can set [Use] [Grg] (Organize) or [Drop]. Pressing the 
button twice returns you to the list screen. 

You can organize items according to their priority. 


Porinq Test Fifty you can actually play the game you've created in order to check the balance between individual events 
and the overall flow of toe story. You can also use test commands that area t used in the actual game, such as 
[Invincible). 


START 

The Test Flay starts at the very be [fir ling of the game you've just created. 
® button begins the Test Play. 


Selecting [Start] and pressing the 



























Ha me - Sort items by name 
Type - Sort the items by type 

Cure - Organize the order of items - Cure items being the priority 
Attack - Organize the order of items - Attacking items being the priority 

Magic, Equip, S ATK 

You can check the personal data for a main character, such as the Magic Status, Equipment and Special Attacks 

currently sat. by moving the cursor to the name of the character 

Status 

PON Poison 

PAR Paralyze 

PET Petrify 

CON Curse 

Settings 

Hi is is used to setup the Tost P ay. Selections [invincible] to [Game System] can be used during Test Play only. 



[Invincible] 

[Battle] 
[Switch] 


[Game System] 


I! set to ON, the player will net receive damage during battle. This makes checking all game play 
easier. 

If set to OFF, monsters will net appear in the dungeons. 

Switch ON/OFF all GOO Switches set in Event Edit. You can easily check Events which use the 
[Switch] function. For example, if you set up an event that uses a [Switch], like..,. Player cannot 
go into a building without a ticket. Once player gets the ticket, the [Switch] will he ON. and 
prayer can go into the building In this instance, when you are m Test Play, you can go into the 
building without having the ticket If you use this command to set the [Switch] ON tor the event. 
Check the setting you have initialized in Event Command [Game System], 


Quick Save 

Only during test play canyon save data using [Quick Save] without displaying the Memory Card screen. Selecting [Quick 
Save] aid pressing the © button executes a save, Pressing the © button returns you to the command-list screen. 

During test pfay you can use the ® button and directional buttons to allow the main charactor to pass 
through/ignore dead ends, events and obstacles set on the dungeon maps. This function is available only 
during test play. 


BATJLE SCREEN 

Battle Main menu 
Fight Attack the enemy using 
flie equipped weapon 
Ante right automatically. 

Flee The party will run from 
the enemy if possible. 
Plan Setting for Auto b attle 
Corfig Various system soiling 
■within the Battle.. 


Fighting Command menu 

ATK Attack with equipped weapon. 

GRD Guard the character against 

an enemy attack, 

Item Use Item 
Equip Equipped item release the 
specified magic when an 
attack command is executed 
from [Equip] if it is so 
equipped. 

Magic Use Magic 
S ATK Use Special Attack 


Status Message 

Poison Confuse 


P Oh! 

Death 

DTE 

Petrify 

PET 


CON 

Silence 

$L 


PAR 

Sleep 

SUP 
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fiBtfUT m Memory Card 






Thfl data treated in RPG Maker is saved to a Memory Card. Tnu Memory Card must have a minimum 
A data save or load command is executed from [Memory Card] in the main menu, 




COMMAND SCREEN 
LOAD 

This command is used to load [System Data] and [Scenario Data], if 
a password lias been set in [System [Scenario) Game Info], you 
must enter the password, 

SAVE 

This command is used to save the game data you've created to a 
Memory Card, If game data already exists on the Memory Card, the 
screen will display a message asking if you'd ike to overwrite the 
data. Press the © button to cancel die save. 


1MPORT/DELETE 

With [Import] you can import graphic data created in Anime Maker, The imported data can be used as RPG game 
data. [Delete] is used to delete data that has been imported. 


UTILITY 

This command is used to check the saved data. 




































IMPORT 

RPfi Maker supports graphic data created using A?iime Maker. With Ate me Maker you can create main characters, 
monsters and title graphics, To use data not created i| RPG Makerjirst save it to a Memory Card and import it as RPG 
game data. 
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LOAD 

This command: is used to toad data from the Memory Card. First, select System or Scenario as the 
type of data you want to load. Mext select tfte date to foe loaded. If a password is required, a password 
entry screen will be displayed here. Enter the password and the data will begin loading. 

The screen shows [Access in progress! while 
data iii being loaded. 

SAVE 

i his command is used to save data to a Memory Card, Select 
System or Scenario as the type of data you want to save. When 
the save screen is displayed, select the data to be saved and 
press the- © button, io overwrite the existing data, select 
f Overwrite!. 


You should save game data as often as you can during the 
creation process, 


































PELEffE 

this command is used to delete imported data. Select [pefet&j from the menu. 
scree n is displayed, move the cursor to the data you'd like to delete and press 
CTi ' iH buttons in the deletion screen scrolls the screen up, white pressing the 
the screen down, 


da :a-deletion 
mutton. Pressing the 
’ button scrolls 


How to import Data 

1 Select [Import] and press the © button. Select {Monster, (Character] or (Tillel os the type 
of data you d like to Import, The data-registration, screen'will be displayed. 


2, i the registration screen, move the cursor to select the location where you wish to register the data. 

Pressing the © button displays the data-import screen. 

and confirm the selection. The message Access is in progress is 
>ft is com pi etc. Iho display re turns to the data-import screen. 

Check the available memory space when importing data, 

Set the imported data in the 
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How to DeEete Data 

1. Select [Delete], Move the cursor to [Monster, [Character] or [Title] as the type of data you'd like 
to delete, then press the © button l A list of imported data wit! be displayed. 

2. Move the cursor to the data yet wish to delete and press the © b ttan. Deletion will beam When the 
deletion is compile, the na no of the data disappears and the field shows [Mo Data]* 


UTILITY 

In tirs [Utility] mmu, you can Delete, Move and Copy the data in your Memory Card, When your Memory Card is Full and 
can not save 1 he RPC data which you just created, you can delete some data in your Memory Card to make some space 
for your RPG data. 




m J 


_ _<Y Cftf® slut is 
Frs* 7 Sleek 


1 mmmm. 


LTOy c&l s i •>- 2;"- • 

< Cintrf 3 .. L prifr*f r 




* If hearts and certain other symbols are used in the System 
data and Scenario data settings, viewing these tiles in the 
screen will convert these characters to asterisks, r; 


Caution 

While the Memory Card is ceing accessed to execute a save or 
load command, be careful not to perform certain operations 
such as [1] pressing the reset button, [2| removing the Memory 
Card nr :3] turning off the power. Doing so may destroy the 
game data being saved on the Memory Card. Besides being 
triggered by these accidental operations, data may also be^ 
lost due tq a power failure. Exercise du ■ caution so as not to 
lose important data. 
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Dam 


use 


a desired BGM as a sound affect during an event or 


IB 

OPEN IS 

19 

OPEN 2 

20 

OPEN 2S 

21 

SKY 

22 

TOWER 

23 

TOWN 1 

24 

TOWN 2 

25 

TOWN 3 

26 

BAROQUE 

27 

DANCE 

26 

GAG 1 

29 

GAG 2 

30 

XANKYO1 

31 

KAMKYQ2 

32 

m 

33 

POP 

34 

REGE 

35 

SAMBA 


BGM TABLE 

The "able below lists the BGMs stored in RPG Maker. You can 
p ay U as the background music during game creation. 

fl None 

1 BATTLE 1 

2 BATTLE 2 

3 BATTLE 3 

4 CASTLE 1 

5 CASTLE 2 

6 DUNGEON I 

7 DUNGEON 2 

8 DUNGEON 3 

9 END I 

10 END 2 

11 FIELD 1 

12 FIELD IS 
11 FIELD 2 

14 FIELD 2S 

15 FOREST 

16 HOME 

17 OPEN 1 









MAGIC SYMBOL 


HEARTS 


TITLE SCREEN GRAPl ICS TABLE 

The table below lists the background grap 
Lise a background drawn in Anirne Maker 

SUNSET 




!b h 










































































MAGIC EFFECT TABLE 

The table below lists the kinds of Effect that can be set in Magic 
beginning an pg. 17 far the procedure used to create magic. 

[Other£OTH, Attack ~ ATT, Cure = CUR. Aid = AID, Special = SPE] 

mi *!-i% 

i 


iff. See the explanation 



1 None 

OTH 

22 Death 

SPE 

2 inflict Damage 

ATT 

23 Increase Attack 

AID 

3 Recover HP 

CUR 

24 Increase Guard 

AID 

4 Cure Poison 

CUR 

25 increase AGI 

AID 

5 Cure Silence 

CUR 

zs Steal MP 

AID 

fi Cum Confuse 

CUR 

28 Reflect Magic 

AID 

7 Cum Sleep 

CUR 

29 100% Res Magic 

AID (100% resist Magic) 

6 Gum Paralyze 

CUR 

29 50% Res FVlaqic 

AID (50% resist Magic) 

9 Cure Petrify 

CUR 

30 50% Res S ATK 

AID {50% rssistS ATK) 

If) Cure Curse 

CUR 

31 Enemies HP 

AID (Show enemies HP) 

ft Revive 

CUR 

32 Dispel 

AID (Cancels any party's or 

1 1 Restore Status 

CUR 


enemy's Aid Magic) 

13 Decrease Attack 

AID 

33 Teleport 

OTH (Teleport:to the place 

14 Decrease Guard 

AID 


player have ever been.) 

15 Decrease Agility 

AID 

34 Escape Dungeon 

OTH (Escape from Dungeon j 

16 Poison 

SPE 


inside EjulldingSj houses 

17 Silence 

SPE 

35 Encounter Down 

OTH (Encounter % will be do 1 , 

18 Confuse 

SPE 

30 Check Item 

OTH (Check Item status) 

19 Sleep 

SPE 



20 Paralyze 

SFE 



21 Petrify 

SPE 













ITEM TYPE TABLE 

The following table lists the types of items that can be setm [item Edit). See the emanate:; 
beginning on pg. 23 for ths procedure used to create an item. 



Cannot be equipped, The item is of a type other than the following, 

WEAPON I : I I 

Can be used in either hand. An item of this type has the ability to increase or decrease the character's attack power 
by a desired value 

ARMOR 

Can be equipped on the body. An item of this type has the ability to increase or decrease the character's guard by a 
desired value. 

SHIELD 

Can be used in either hand. An item of this type has the ability to increase or decrease the character's guard 1 by a 
desired value. 

HELMET 

Can be equipped on the head, An hem of this type has the ability to increase or decrease the character's guard 
by a desired value. 

ACCESSORY 

When equipped, an item of this type can be used to increase or decrease by ihe desired value a specified ability other 
than basic abilities. 

MAGIC 

Cannot be equipped. An item of tills type gives magic damage when used. 

CURE 

An item of this type is used to recover HP or cure an abnormal status such as a poison. 

TRANSPORT 

You can create a boat and a blimp. 

KEY 

An item of this type is used in an event requiring a hey, * 

FOOD 

An item of this type is used to increase nr decrease a specified basic ability by the desired value. 
















fiinni; Y-FtftT Licence 


This acknowledgement should be in tlie form ol brief details about the works 
you have created and your contact information, and should be mailed to: 

Suiinyva^M 3 S4086-0158 

This license does not indude the right to use any game design or components 
of RPG MAKER irt any commercial product. 


-wide royalty-free license to make, use, SeJ], 
any works that you create with RPG MAKER, or using 
my components of RPG MAKER, provided that any such works are clearly marked 
: n the media or packaging with the above RPG MAKER logo and that you have 
mailed to us acknowledgement of your intended use. 
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Agotec Inc. warrants to Ihe original pwrdiaser cf th : s Agetec. Inc. product that the medium on which thi software prog ran' ia 
recorded i 5 free from defects in material and workmanship for a period of ninety [90} dap from the date of purchase, Ayetec, Sna 
agrees for a period of ninety (90) days to either repair or replay at its option, the Agetec Inc. product You must call (650) 7B0- 
0166 to receive instructions to obtain repaireplacement services. 

This warranty shal not be applicable and shall hn void if the defect in the Agetec, Inc. product has arisen through abuse 
unreasonable use, misMnjmt or neglect "THIS WARRANTY tS IN JEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE AGETEC, INC. .ANY IMPLIED WARRANTIES 
AePJCABLETOTHIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF MERCHANTABILITY' AND FITNESS FOR A "ARTICULAR 
PURPOSE. A^E LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL AGETEC, INC. BE LIABLE FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THE AGETEC, INC, 
SOFTWARE PRODUCT 

Same states do not allow limitations as to bow ;ong an implied warranty lasts and/dr exclusions or [imitations of consequential 
damages, so the above limitations and/or exclusions of liability may not apply to yon. This warranty gives you specific legal 
rights, arc you may aba have other rights which vary from state to state. 


Repair/Service After Expiration of Warranty - if your game disc requires repair after expiration nf ihe 90-day Limited Warranty 
Period, you. may contact the Consumer Service Department at trie number listed below. You will be advised of the estimated cost ol 
repair and the shipping instructions. 

Agetec, Inc, Customer Service Department/Tectinlcal Support Line (BSD) 7B0-0166 - Call this numaertor help in installing or 
operating our products or for general product cue&tiMis. Representatives are available Monday-Friday, I0am-0pm Pacific Time. There 
is no charge for this service. 


Agetec, Inc. Online at http://www.agetec.com - Our news is always cool! Visit our website and find out what s happening at 
Agetec, Inc.- new titles, new products, ant fresh tidbits about trie new gaming world! 
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WARNING: READ BEFORE USING YOUR PLAYSTATION GAME CONSOLE. 

Avery small percentage of individuals may experience epileptic seizures when exposed to certain-light patterns or 
flashing lights. Exposure to certain patterns or backgrounds on a television screen or while playing video games, 
including games played on the PlayStation game console, may induce an epileptic seizure in these individuals. 
Certain conditions may induce previously undetected epileptic symptoms even in persons who have no history of 
prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician prior 
lo playing. If you experience any of the following symptoms while playing a video game - dizziness, altered vision, 
eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or convulsions - 
IMMEDIATELY discontinue use and consult your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the user manual lor your 
projection TV, unless it is of the LCD lype. Otherwise, it may permanently damage your TV screen. 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and peripherals may damage your PlayStation game console and invalidate your 
console warranty. 

HANDLING YOUR PLAYSTATION DISC: 

* This compact disc is intended for use only with the PtayStation game console, 

* Do not bend it, crush it or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or other source of heat. 

* Dr sure to take an occasional rest break during extended play. 

* Keep this compact disc dean. Always hold the disc by the edges and keep it in its protective case when not in 
use. Clean the disc with a linl-tree, soft, dry doth, wiping in straight lines from center to outer edge Never use 
solvents or abrasive cleaners, 
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become ti>c creator ot" the universe.. idvmg eternal life to a world of nothingness. 
It is von who wilt breathe irk into this world and pen an crating tale, 
you are limited only by your hgagmatim 
LPilt u be a lc@cn.ct i mytf) or a dram! 

IP bat will be the world in which your story unfolds" 

IP hat fate awaits your hero? 

Everything is in your hands, 
yes,, you are the creator of the universe! 
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Set up your PlayStation® game console according to the 
instructions In its Instruction Manual Make sure the 
power is oft before inserting or removing a compact disc, 
Insert the E pg Maker* disc and close the Oise Cover, 
insert name controllers and turn on the PlayStation game 
console, follow on-screen instructions to start a game. 
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PRODUCTION FLOW 

An event is similar to the commands such as [Display Message], and will be creates through Ihb carnbirration of other 
events. You'll set the events and create the scenarios to clay the game. The following explains 1m to create an event: 

1, SPECIF Y DUfiGEDN 

Hera you'll select from the list, the dungeon in which the event will be set. It will be easier to set the event If the 
dungeon is created in advance using [Dungeon Edit]. 

2, LOCATION IN WHICH THE EVEN T TAKE S PLACE 

On the selected dungeon, specify the location where you ward to set die event. (Star! Poin t] will be set here, as well. 


3. SETTING THE EVENT 

Here, specify 1 the event contents. You can choose the event type from among four options: [Create Event]. [Treasure 
Event], [Duplicate Event] and [Intro Event], Use an appropriate hype according to the event contents you wish to set. 

4, TES T PLAY 

Once the event is set perform test plays as many times as you need in order to check the contents you've just set. 








To sat an event, select [Event] from [Scenario Data] .n the main menu. A command menu will 
ij ,; displayed. Select [Edit] from this menu for other commands, see pg 17 Book 1. 

^ Set events to r each dungeon. 


SELECTI NG THE DUNGEON \ 

From the list being displayed, select the dungeon in which v 
you wish to set an event. The dungeon is displayed, so now 
you can set an event In it. In this screen, move the cursor to 
the location where you'd like to set an event and press the © 
button, Mils displays the event menu shown in the screenshot 
to the left Be fed a desired event type from this menu. 


SCREEN GOHFIGURATION 


Create Event - You can create a variety of 
events. The following pages 
explain the detailed procedure 
used to create an event. 


Treasure Event - Used to create an event 

Involving a treasure box. See 
pg, 2Q for the treasure event. 


Duplicate Event - Creates an event where a 

copy of the character is created. See pg. 20 for the Duplicate Event 


Treasure Event ~"1 
Dupticstff Event — 
Intro Event 



Intro Event - Creates an introductory event. See pgs, 21 and 2B for the intro event, 






































Before you create scenarios. 

RPG will start, ai d press trie © 
you want to start the game. Which a 
this [Start Point], your RPG wilt start 
corner of the dungeon map. 
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SET START POINT 

create scenarios, you had better set the [Start Point] first. Choose the dungeon where your 

the © button to display the Command menu. Choose [Start Point} and set wherever 
dungeon you set the [Start Point] in, your RPG will start from, if you (font set 
from Dungeon number 1, and lha main character will appear at the upper left 


ABOUT ® BUT TON 

The (si button allows you to delete or re-edit the event contents being set in 
the event contents setting screen. When a cursor displays on the event 
numb or, press the © button to edit the a vent contents. Pressing the ® 
button again will resume the creation of a new event. 

You nan edit the event content that has been set. 

EVENT CONTENT S 

Event contents are instructions based on which an event unfolds. Event 
contents are set within the dungeon map. You 1 ft set the happenings that, 
take piace during the target event 

Event contents are set ns a combination of different components. 

EVENT CO NT ENTS 1: DISPLAY MESSAG E 

If you wish to display a message on the screen, set it from the menu 
displayed by selecting [Display Message]. Select [Enter Message] to enter 
the message text. Use the [Table of Message Types] shown below to decide 
how you want the message to be displayed. 

[Display Message] is a feature 
you'll be using frequently. 


TABLE OF MESSAGE TYPES 

flormal - A window appears at the bottom of the screen, and in it a sentence 
is displayed, 

Main Character - A balloon appears containing the words spoken by the 
character. A balloon can't display a long sentence. 

Event - A balloon is displayed at the location in which :he event is set. 
Message 1 - The sentence entered slowly scrolls up from She bottom of the 
screen. 

Message 2 - The sentence entered is displayed in the center of the screen 
against a black background. 


See pg. 15 Book 1 for text-entry explanations. 






























EVENT corners 2: MOVE LOCATION 

Select [Dungeon] or [Field] from tile displayed menu, then follow the procedure below. 

Note that .he event contents of the lower order set by [Move Location! won't be executed. 

(Sanis wit i [ eke Over] .} 

Set [Move Location] in the desired location 
The location will move when the condition l& satisfied, 


Moving from ptingeorr] to [Dungeon] 

Select [Dungeon], then set the destination dungeon using 
[No]. Selecting [POS] ills plays the destination dungeon. 

Specify the destination position using the directional 
buttons. Use [Method] to select the screen effect used when the movement takes place. When the setting is completed, 
select [OK], 

Moving from [Dungeon] to [Field] 

Select [F eld], choose the field names, and press the © button. Next, select tie name of the destination field 
and press the © button again You can now select the town set in the field. Follow the seme steps as with 
{Dungeon], 


EVEKT CONTENTS 3: TAKE OVER 

Set ibis function when you'd like to execute another event while the current event is in progress, such as B 
begins talking with the main character while he’s still talking with A, You can only connect the events that 
are both set within the same dungeon. Selecting [Take Over] displays the menu used to specify toe event 
voi want to execute. To execute a different event, specify' it by selecting [Event Nml and moving the cursor 
directly to the location of the event that will take over the current event, to execute a different Page {see pg 
19) of the same event, soled [The Event] and specify the page number. 












































El/ENT CO NTENTS 4: 2 WAY CH OICE 

[2 Way Choice] is a function that allows the player himself to set what wilt happen next by seier.:;:ig 
either of the two choices presented to him. Use this function if you'd like to add certain changes to the 
subsequent events, according to choices made by the- player. 

Selecting the Choice Type 

Selecting [2 Way Choice] from the event menu displays the menu used to select the Choice type. Set a desired Choice 
typa by selecting it from the menu. The available Choice types are listed in the table below. 

Select a Choice type that matches the scenario. 

Choice Types; 

YES/NO - One of she two events is executed when the 
player selects YES or NO. Naturally, the content of the 
other event will not be executed unless the player 
comes beck to the same Choice and selects that 
event \ In many cases you il set [Display Message] 
before the Choree. 

2 Messages - You, as the game creator, can enter 
messages that explain the choices presented. As with 
the YES' NO Choice, you can lot the player select either 
of two choices by himself. The content of the event not 
selected will not be executed unless the player comes 
back to tiie same Choice and selects that event. 


Probability - You can create an event in which the 
player cannot select the destination himself but the 
program decides for him, according to a set probability. Set the probability for which the event ih Choice 2 is executed; For 
example, setting the probability as 50%. means the event in Choice 2 will be executed at the probability of around once 
every two times. 

Win/Loss (Battle) - You can change the destination based on whether the character has wen or lost the battle. In many 
cases you'll set {Fight Monster] before the Choice. In Choice 1, set the event that occurs if the character has won In Choice 
2, set one that occurs if ths character has lest. 

























Setting the Choice Contents 

Set event contents for each destination. Here we'Is select YES/NO in [2 Way Choice? and 
explain the steps using the screenshot shown on the right 

As shown in the screenshot, you set the 
event contents that apply when YES is 
selected, between [2 Way Choice: Yes/No] and 
[Choice 2], Then, following [Choice 2] you set the 
event contents that apply when NG Is selected. Use the 
same procedure to set other Choices, 


Set the Event Contents executed after the Choice. 


What is Choice? 

Choice is a function that allows the player to change the 
direction of the scenario hi rose ff tit each Choice point he 
encounters during the game Set conditional event contents at 
points where you want to let the player select his or her own 
destination, For example, set [YES - Choice 1] and [MO = 
Clioice2j in [2 Way Choice]. If the player selects YES at the 
Choice point, the scenario moves to [Choice 11 If they select 
MO, the scenario moves to [Choice 2] 


EVENS! CONTENTS 5; 3 ttfftY CHOICE 

You can set up to three destinations at a 3 Way Choice. To set [3 Way Choice], select a Choice type and set the event 
content for each destination, just as you would in {2 Way Choice], However, with a 3 Way Choice you can only use the 
[Message) and [Probability] types, for the types, see [Choice Types] on pg. 8. 

EVENT CONTENTS 1 SWITCHING 

... > i i ■ — i— ubu ■■Li.. ■ «■■■ ,I - J ‘■ ■■ ■ - " ■ ,. — - - 

Hare you ff set the switch, to he oper ated. Select [Switching] from the event menu and choose whether to set the 
switch to ON or OFF. Select either of the two sod specify the number of the switch you want to operate. See the 
following paragraph for a defatted explanation of the switch. 

What is Switch? \ 

Switch Is a trigger that sets off the event that follows. For example, let’s assume that a conversation event 
with A is set in event number 1 (nr any other number, for that matter). At the end of the event contents, set 
that [Switch 001 j so that it will turn to ON. This provides proof in the form of [Switch 001], that the main 
character has talked with A, Next, set the event contents that apply whan the main character has yet to talk 
with A an page 1 ot event number r L On page 2. set the event contents that cause B to talk to the main 
character on the condition that the main character has already talked with A, In other words, page 2 is 
executed on the condition that [Switch 001] is ON. With this setting, if the main character talks to B after 
having talked with A, B will talk to the main character. 



































EVEN T CONTE NTS 7: CHAN GE SCREEN 

Here you oars set various screen effects, such as shifting the 
position of the screen, Selecting an item you'd IM to 
change allows you to perform a detailed setting for that 
item. For exam pis, you can specify the shift direction in 
[Shift Screen] or a new color in [Change Color]. To return 
these effects to their original settings, set [Restore], 

Use various screen effects to create a screen with a depth. 

Shift Screen - Enables you to sh r ft the screen Up, Down Loft and right up 
to fj5 spaces. For example, set a big monster off-screen 
and when the player arrives the dungeon, show thorn 
where the monster is by using the [Shift Screen] 
command. This will give them seme idea of where they should go, 

Default Screen - You have to use this command to revert the screen back to its default after using the [Shift Screen] 
command, otherwise, the screen will never shift back. 

Flash Screen - Enable an on-screen flashing, For example, when lightning strikes, or when a player is hit. If you want 
to use this command continuously it is better to use the ]WaIt] command between each of the [Flash 
Screen] commands, 

Swing Screen ■ Enable an on-screen-swinging motion, For example, when there is an earthquake or when the player 
takes damages. If is recommends cl to use the [Sound Effect] command before or after this 
command. ’ 

Change Color - Enable a change to the color of the entire screen. For example, changing the screen color to RED 
wh entire is p resent, or chang tog it to m ortoc bra m e for a retrospe Ctive seq ue n ce. 

Default Color -This command must be used to revert the screen back to its default color after using the [Change Color} 
command, otherwise the screen color will not reset to its default. 

EVENT C ONTENTS 8: INVE NTORY 

You ban change the Inventory of the character. Select [Add Item] to add new items or [Remove I ten] to remove existing 

items. To change the gold value, select [Gold], A menu will be displayed according to each setting item chosen. Specify the 

item to be added/removed, or enter the value to be increased/decreused. 

EV ENT CONTENTS 9: WAIT 

You can delay by the specified duration ot time for the execution of event 
content set next to [Wait], While [Waif] is to effect, the controller buttons are 
disabled. You can use this function to express silence or insert a pause 
between events. Select [Wait] and set thn desired number of seconds. 

Tiie [Wait] time can be set in increments of 0,1 seconds. 
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KU’N: j^jTMTS 10: EVEfjT STATU S 

You q n drang&ttie ofientation, position and display status of the graphics set for (he event. 
[Unable to Execute] is.used to temporarily stop the execution of the event. Sate that this setting 
won't work once your party lias moved to a different dungeon map-. :he event wj^j be reset. 

YOU can change toe graphics temporarily. 


Event -Direction - Enables the player to change where the 
graphics (Character. Item, etc.) face 
Move Event - Enables the player to move the graphics (Character or 


Move to Point - Enables the player to move the graphic to a specified 
point. For example, you can make a character that v/i: 
run jack to his house once the player has talked to h m, 
Flashing Event - Enables a f ashing graphic. Fcr example you can make 
a ghost character. 

Turn Right - Turn the graphic to right. 

Turn Loft ‘Tun' the graphic to ieft, 

Change Event Graphic - Temporary enables you to change the graphic 

to another. For example when a Bess character 
transforms into a mo ester. 

Unable to Execute - Grice this command is executed, all events after 

this command will not be executed 




miT CONTE NTS 11: PAflT V DISPLAY 

You cm change tlie entire party's display status. You can also change the graphics of the main characters, To return the 
display to toeV-gmsi setting, load [ Restore Party Display! as event content. 

The event will be executed, even though the graphics have been deleted. 


Disappear ■ Make the party disappear. Even though the 
party vanishes, they still exist and can be 
moved, and can also execute events. 

Ghost - Turn the party into Ghosts. For example, you 
create an event such as using an Item that will 
turn party members Into ghosts, allowing them to 
sneak into an enemy s castle. 

Default - You have to use this command to make the 
party default after using [Party Display] 
commands otherwise the party wilt not revert 
back to normal. 

Flashing - Enable to make toe party flashing. 

Main Character - Enables you to change the mam 

character's graphic. For example, their 
graphic could change after they acquire a now skill. 
































EVENT CON TENTS 12; PARTY MEMBERS 

The makeup of the party can be charted. You car add a new member or remove an eating one. You 
can also change all the members. With [Main Character] you can change who will appear first as the 
main character, 


You can also change ihe main character who appears first 


Add - Add a new character which you can create in [Character Edit), 
The new character will be adder to the end of the party, 
Remove - Remove a character 
Change Whole Party - Change alt party members. 

Move to Front- Enables you to change the main character who 
appears first in the party, Par example, you can 
create an event such as; the party got lost on their 
way to the enemy's castle and one of them says 
“ Hey, I know where the castle is! Follow mei 1 and 
use this command to let that character take over 
the part 1 / lead. 


EVENT CONTENTS 13: MOVE PARTY 

You can forcibly change the or entation and position of the main characters. You can use [Gather Party Members] to 

gather the entire group at the first character's location. Note that in [Move Party to Point) you can only set a destination 

that is within the same dungeon. 

Use this lunctior to make the mam character turn around, etc, 

Character Direction - Enables you to forcibly change the direction in 

which the lead party member is facing. For 
example, when the character who is in the lead 
finds something, then he turns back and says to 
the other members, "I found a special sword!" 

Move Party ■ Enables you to move the party [UP], [Down), [Loft] and 
[Right], up to 99 spaces in the dungeon. 

Move Party to Paint - Enables you to forcibly move the party to a 

specific location in the dungeon.. 

Gather Party Members - Enables you to gather the entire party at the 

lead character's location, 



































EVENT CONTENTS 14; PARTY STARTS 

You can change the status of the entire patty. Ween Poisoned, the characters lose one HP 
[joint for cacti stop forward that they take on the dungeon map. During battle they sustain 
damage of four HP points tor each turn. When Paralyzed the characters lose ail their powers except 
for the ability to walk and use magic. When Petrified the characters become unable to fight although 
•hi: if HP and U? remain unchanged. The characters are releasee from petrifaction using the specified 
[Restore Status] event or magic. 

Table of Status Changes 

Poison Poisons all main characters in the party. The characters take 1 point q 1 carnage per each apace of movement. 
Paralyze - Changes the status of the entire party to Paralyzed. The characters cannot move and cannot use magic. 

\ etrify P rtriiies ali main characters in the party. The characters cannot do battle. 

Restore Status - Restores any abnormal status of the entire party to normal 
HP - Increases iof decreases) the Party members' HP by the set number of points. 

PIP increases (or decreases) the Party mem.tors MR by the set number of points. 

increase EXP - Increases the main character's EXP by the set number of points. Keep in mind the characters' level will 
cal Increase, even if they acquire enough EXP for the next level, until they fight and win another battle. 



EVENf CQM TE HTS 15: CHAR ACTER STATUS 

You can set an event where the main character's parameters are changed. With each event, first select the main 
character whose status you'd like to change., then perform the appropriate settings. With the commands from [Change 
STR] to [Change M OEF], you can set the value of Are main character s strength, defense, stamina, intelligence, agility, 
tick aid magic defense. To set [Change M DEE, the corresponding hem must be set to ON in [Gameplay Edit] 



learn Magic - An order allowing letting a specified Character memorize magic. For example, create a 
Special magic that cannot be learned from Leveling Up. Player will have to train the 
character, then they can learn the spec al magic. 

Change Skill • Enables you to forcibly change specified character's skill 
Remove Equip - Enables you to forcibly remove a specified character's equipment 
Change SIR - Enables you to change the strength of a specified character 
change DEE - Enables you to change the Defense of a specified character 
Change STA - Enables you to change the Stamina of a specified character 
Change I NT - Enables you to change the Intelligence of a specified character 
Change AG1 - Enables you to change the Agility of a specified character 
Change Luck - Enables you to change the Luck of a specified character 
Change M CEF - Enables you to change the Magic defense of a specified character 







EVENT CON TENTS ffr BGM 

You can change the BGM set for the event. You may also adjust the volume, tempo and Music Effect 
data of the BGM selected here. Process the BGM to tit the event n the case of Music Effect, use 
[Default] to reset all Music Effects. 

Change BGM ■■ Enables you to change the BGM 

BGM Volume - Enab.es you to change the volume of the BGM 

BGM Tempo - Enables you to change the tempo of the BGM, 

BGM Reverb - Enable you to change the reverberat on of music. You can select depth of reverberation among m phases. 

EVENT OPTION 1 7 SOUND EFFECT 

You can add a sound effect by selecting one of 75 sounds. (Pitch] allows you 12 stages of variation in the pitt h a! the 
sound, Note that [Pitch] has no effect if the sound effects are set to [None] 




Sound - Enables you to add a sound effect z ur example, use this command when going up and down stairs, or 
opening a door.. 

Pitch - Enables you to change the pitch ot the sound effect 

EVEN T CONTE NTS 18: SHOP 

Four types of shops, listed in the following chart, are available for creation. If you want to make an event in which 
the character talks with a clerk over the counter, what you'll need to do is set only a graphic of the clerk at his/her 
standing position, and create the event above the counter in which the character talks with Ihe cferK that you've 
made in [No Graphic], 

Shop list 

fnn - in [Inn] set a charge in the monetary amount between [0] and (9999] With one overnight stay at an inn everyone 
in the main characters' party will completely regain HP and MR While playing the game, talking to the dark displays a 
confirmation message. Select YES to stay there, 

item (Item Shop} - Create an item shop by selecting [Item] in the event setting. Up to 5 types of items you've created 
in item Edit can be sold here, Ihe strop also buys any item that the main character no longer needs. The buy price is 
half the price set for the item, 

Skill (Skills Selection Shop) - You can switch the skills of a character who meets the selection criteria set at [Skis;]. 
Set the types of skills available to switch here. While playing the game, selecting a main character and the type of skill 
to switch will complete the switch. 

Trade (Trade Shop) - Trade the items of the main characters; for goods in [Trade], For instance, a main character's Hem 
worth 1Q0G can be trades for one 5GG item or five tOG items. That is, the character s mst have something at ieast twice 
the value as the item he or she wants to obtain by trading. Note that no trade cart occur between the same items. 











EVENT. CONTENTS 19: BATTLE 

You can battle monsters created in Monster Edit Let's crests a highlight scene in the story 
here, s jell as a battle against the Monster King. Note that this battle always takes place at the 
position set for the event unlike battles against monsters designed in [Monster Appearance] 


Select Monster! - Enables you to select up to 8 monsters. 

BGM - Enables you to select a BGM that will play during battle (35 total). 

Battle Tilt End - Enables you to set the number of turns in the battle. If you want to Keep tire battle till player or 
monster die, just teave “Battle Till End' setting. 

End ??? Turn - If you want to end a battle in a specified number of turns, enter th e number here. 



EVENT CONTENTS 20: GAME SYSTEM 

Yd j can change the system of the game. Six game systems are changeable from [Magic] to [Monsters], For instance, if 
you set {Monster] to OFF, no monster wLEi emerge after the dungeon untif an event that sets [Monster] ON is executed. 

Magic -f this command is set to OFF, magic cannot be used until the command is set to ON. 

Level - If ih s command is set to OFF, EXP cannot be gained until the command is set to ON 

EQUIP - if this command is set to OFF, specified equipment cannot bo equipped until the command is set to ON. 

Skill - If this command is set to OFF, characters cannot acquire any skills until the command is set to ON, 

Gobi - if this command is set to OFF characters cannot acquire any gold until the command is set to ON, 

Monster - if this command is set to OFF, no Monsters will emerge until the com mane is set to ON, 


EVENT CONTENTS 21: EFFECT 

Yd j cart cltaose a graphic to enrich the scene vdtile playing the game (see the following chart). Select a graphic and 
decide o:i a position m wfi or to display it. You can choose just one of 78 sound effects. Once the setting is performed, a 
preview lets you check the result. 



Explosion - Select from the 12 types of graphics provided. 

Main Character - Set a position to display the graphics on the scrotin, 

Sou nil Effect * Set a sound effect to add while toe graphics are displayed. 
Preview - This lets you check the effect you've set using the actual screen. 













EVENT CO NTENTS 22: DISPLAY TITLE 

This displays the title entered in [Game Info] of System data 
while playing ttie game. Yea can display the title at any lime, 
anywhere within the dungeon. That is. it's up to the produce!' 
to display it in the beginning or in the middle of the story. 

Van aan decide the timing for display of the title, 

EVENT CONTENT S 23: ENDING 

When [Ending] is executed, upon completion of the story, the screen 
becomes dark and the credits roil. Since it works with [Snapshot], you 
can devise your own production in order to enhance the game you've created. 

Ending - Choose the GGM that will play at the enr; of the game here, !f [Ending] is set alone, the background for the 
credits will display as black. 

Snapshot - By setting this in one or more scenes during the adventure, they can be con’s parts of the background 

during ike ending. This production effect, of creating a background like an album wiff surely enhance the 
ending. Maximum 20 snap shots will be used at the Ending. 

EVENT CONTENTS 24: PROHIBIT ESCAPE 



When [Prohibit Escape] is executed, the main character can no longer use the [Escape Dungeon] mapic. However, 
once be or she leaves the dungeon, the effect of this event option vanishes, allowing the use of magic to escape 
dungeons. 

EVENT CONTENTS 25: SAVE POINT 

You nan save the game data while playing, to do this., choose [Save Point] from the event menu, to:; also a goed idea to 
set [Display Message], [2 Way Dio ice] and so on prior to the event. 

EVENT CONTENTS 26: NEXT SCENARIO 

Use it to road an alias scenario "data., if you choosey Next Scenario] from the event menu, the menu used to enter a name 


for toe next scenario will be displayed, Press the 
Enter the name of the scenario data accurately. 


button. See pg, 15 Book 1 for text-entry explanations, 


What is the next scenario? 

The next scenario is the scenario data to be loaded next. When Ibis event is executed, the scenario data is scare ted and 
loaded. It can be used only if toe scenario data is divided into several sections. See ptj. Tl for details, 

i 

EVENT CONTENTS 27: EXIT EVENT 

t his allows you to exit the currently executed event. In the same manner as Stop during the test play, it can bo used when you'd 
like to play only a part of the event option that has been set. Just choose [Exit Event] from tiro event i m m to set this one, 






















his is used tn sot a move pattern for the graphic in the event Choosing [Move Type) displays a list menu of move 
patterns. Select a pattern from among them. You can set any pattern for a human or object. 


GRAPHIC [DEFA ULT SETTING IS 
mO GRAPHIC!) 

THts allows you to set a graphic for the 
event. Choose [Character for a human figure, 

[Object} to display things such as treasure boxes 
and stairs it also allows you to change settings such as 
colors, direction the graphic is facing and invisibility (Ghost). 
If no graphics arc required for an event, you can choose 
[No graphic]. 

Six sotting types ar e available. 


: in J t Vlowe - Event graphic will not move. For example, when you want to set a charadr integral to the story, the 
• "tractor shouldn't move but should stay in a specific place. 

Random - Event ursolic will randomly move around. This can be set when you create characters that exist in a town. 
Right-Left Arrows - Event graphic will move right and left. 

Up-Down Arrows - Event graphic will move tip and down. 

Close Up - Event graphic will try to get close to :he main character 
Away - Ever t graphic v.ill try to move away from the main character. 

Step Only - Event graphic will stay where they are and step in plane. 

Hashing - Event graphic stay where they are and flash. 























An event to open a door with a key can be m 
example of such a use. 

The condition of execute evert 

From All - Event will be executed when the Character dees one. of 
the following: [Touch], [Check], [Use Key], [Use Item] to 
the event graphic from any directions. 

From Top - Event will be executed when the Character does one of 
the following: [Touch], [Check], [Use Key], [Use Item] to 
the event graphic from the top. 

From Below - Event will bo executed when the Character does 
one of the following: [Touch], [Check], (Use Kay], 

[Use lie ml to the event graphic front below, 

From Left - Event will be executes when the Character does on of tire following: Touch], [Check]. [Use Key], [Use 
Item] to the event graphic from the left side, 

From Right - Event will be executed when the Character does one of the follow ng: [Touch], [Check], [Use Key] |Use 
[tern] to the event graphic from the right side. 


Methods used to execute an event 

Do Not Start - The event will not execute even character [Touch], [Chech], [Use Kay], [Use item] to the event graphic from 
any directions. 

[Touch] - The character just needs to touch the event graphic to execute the event. 

[Check] - The character needs to check the event graphic (by pressing the © button] to execute the event. 

[Use Key] - The character needs to use a KEY (created in [Stem Edit;:- on the event graphic to execute the event. 

[Use Item] - The character needs to use an Item (created in [Item Edit]) on the event graphic to execute the event. 


STA RT (STARTING METH OD) 

You can specify the directions and situations used to start the event. Select one 
[Below], [Right], [Left], and [All], Situations can be 
chosen from [Touch], [Use item] and so on, [Do Not 
Start] is used only after [Choice] or [Switch! 


from [Top], 














PAGE COfjn ITJM 

You can trso tils to display different messages on the first occurrence, the second occurrence 
and so on, Set conditions by pressing the © button to create a new page. A page can be moved 
using the left and right directional buttons. Note that you can set the conditions from the second page 



Switch - You can decide whether the specified {Switch] is ON or OFF. in order to execute tile event. Select 
ON or OFF and enter the switch number. 

Characters - Decide whether or not a specific character reecs to be in the party in order to execute the event. 

Select YES or ‘iO, then select the character, 
item * Decide whether or net a specific item is squired to be in the party's possession in order to execute the even:. 
Select YES or NO, then choose the item. 

Gold - Decide whether or not the gold in your character's possession is equal to, above, or below the monetary amount 
needed to execute the event. Select [Mere] or [Less] and enter the amount. 

Party - Dec de whether or not the number of people in the party is equal tec above, or below the required number needed 
in order to execute the event. Select [Specified] or [Other] and enter the number. 

System - Decide whether the specified garni: system is ON or OFF in order to execute the event. Choose either [On] or 
[Off] and choose the game system. 


What is a page? 

A page itself s somewhat like a condition. You can set conditions page by sage, and events in each page arc executed 
when die appropriate conditions are met. Which Page event will execute first's determined from the larger page number. 
Howfiver, If. for example, there are 4 pages in one event and conditions for Page 4 aren't satisfied and neither Page 2 nor 
Page 3 have anything set in them. Page 1 will tnen be executed. 












Ortat* 

Treasure Event 


Intro Ev#nt 


CREATE DUPLICATE EVENT [DUPLICATE EVEHT1 

This allows you to display one or more duplication of a preset 

event in a specified position. It isn’t just a simple copy of the 
event, if any one of the imitated events via Duplicate Event is 
executed,, the execution spreads through the rest of the copies. 

Editing the original event also changes the duplicated events. 


GREAT? TREASURE BOX EVENT [TREASURE BOXJ 

The event allows different graphics to display depending on whether it's before or after starting it, 

You cannot set |Page Condition] m this event. That is, unlike [Create Event! it doesn't allow you to display 
a different message each time. 


Set an event for the time when this event Is executed at [Event 
Contents], then specify each graphic for [Before] and [After], A 
graphic you have chosen will he displayed as a preview at the 
bottom of the screen. The remainder of the setting procedure is 
similar to [Create Event]. 

This is not only for the opening [Treasure Box] but for other 
events, as well 








































Whefi t ie main character moves from one dungeon to another, you can set an event that will 
be executed unconditionally upon his or her arrival. Since c-hoosing [Intro Event] brings up the 
screen used to set an event, set any [Event Contents] you'd like. You can use [Page Conditions] and 
s=>t the appropriate conditions needed to execute the event automatically from the second time onward. 

Refer to the following cj&uran for mare about [Intro Event]. 

[Intro Event] affects the entire dungeon, so the setting won t be 
displayed orc-screcn. 

What is Intro Event? 

[Intro Event] is an event that is executed when the main character 
arrives from another dungeon. In many cases you may set [3GM] and 
[Change Screen] [Start (Starting Method:-] needs to be set in other 
events, but not in this one, as it's always executed at the beginning, 
Some event options, such as [Display Message], are not available for 
til is event, The method used to create an event using Tntro Event] is 
explained on pg. 26. 
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SET GAME INFO 

This setting Is intended to manage the scenario data. You can name each of the 15 scenarios: from A 
to G r using [Scenario flame], In addition, selling a password can prevent the data from being loaded by a 
third party. 

SCENARIO NAME 

Name each scenario. You can a so change a previously created scenario name. 

SCENARIO PASSWORD 

Set a pass-word to manage the scenario data. Once set, the password has to be entered in order to toad the scenario data. 

DELETE DATA 

All data pertaining to the scenario is deleted This saves you the trouble of having to select and delete dots piece by 
piece. Selecting YES from the confirmation window performs the deletion. 

| [Scenario Name] Relation 

Greats a [Scenario Name] identical to the scenario name used in game system info. If different scenario names are 
used, the system data cannot he loaded and the gams will not start. Up to 15 separate scenarios con be saved on a 
Memory Card. Setting the event content [Next Scenario] in a dungeon allows you to connect scenarios, but the 
previous scenario data disappears once the next scenario is reached. Accordingly, some events, such as Move 
Location, must be set again. [However, the main character's system data and level will he preserved.) Set the Start 
Point [initial position) of the main characters' party in the next scenario. Note that only one system data is allowed 
per game, but that you can set an unlimited number of scenario data. 
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EXAMPLES OF EVENT CREATION 

This sectic;i helps beginners learn the steps needed to create simple events. More 
experienced users can learn how to create events that are automatically executed. 

CREATING A TOW N RESIDENT 

if you're a beginner, you may want to learn how to create a "town resident." From [Event] in [Scenario Data], 
f rsj select a town you've already created. Next, move the square cursor on the dungeon map to specify the 
neat ion where yoi want to place a town resident, ?ress the © button to confirm the location, A menu will be 
displayed upon confirmation. Selecting [Create Event] displays an editor, Select [No Graphic], choose [Character!and 
select the graphics far town resident., and select [OK]. Next, move the cursor to [Event Contents] and press the $ 
cotton. When the setting screen for event content is displayed, press the © button again to display a list of event 
contents Select [Display Message] from the.list then enter text using [Enter Message]. Here, let’s enter “Good Morning 1 ! 
Go back to the dungeon map and press the © button to set the Start Point {initial position) of the mein character near 
the town resident. Now. run a lest play, If tie message “Good Morning" ; s displayed when the main character touches the 
eve U (town resident), the setting is complete. Note that when you finish the tost play, make sure to change track the 
Start Point to where your RPG will start from. 


Move the square cursor to specify the location. 

Enter the message you'd like to display. 


Try experimenting with the function 
on so you've mastered the procedure. 
















































CREATING A S HOP - ITEM SHOP 

This section explains how to create a shop {item shop), Select [Shop] from the list of event contend 
then select [Hem Shop]. When the [Item List] screen is displayed. move the cursor to a number denoting 
No Data] and press the © button. The [No Item selected] screen will be displayed. In this screen, use the 
up/down and left/right directions! buttons to display the sirin’: names you've already created, then choose a 
desired item. The setting is successful it :he selected item name is displayed on the list. Repeat the steps 
to select a maximum of eight items sold at the shop. Finally select [Confirm] to exit the screen, 

Select the items you'd like to display at the store 


HOW TO DISPLAY A.BOAT OR BLIMP 

Let a s assume you've created a boat or blimp in [Item]* as well as an event in which tire main character obtains that Item, 
You may wonder what the player can do with a boat or olimp, even though the main character has obtained it during the 
game. Actually, the boat and biimp are not used according to the wishes of the player. When the main character owns a 
boat, its graphic is displayed only while the character is traveling on the sea, if there happens to be one between two 
adjoining towns on the field dungeon map. Owning a blimp allows the main character to travel by air using the blimp (that 
graphic is displayed in a similar manner) when going to a remote town not connected by a direct route. The graphics for 
the boat and hi imp can't be changed. 


































CREATING AN AUTOMATIC EXE OPTIO N EVENT USING fTA K E OVER] 

First prepare event A, which starts when the main character talks to someone. Next, inside 
the same dungeon map prepare event B (conversation with B), which starts when he finishes 
lairing with A- If no additional setting k done, B won't be executed unless the main character talks 
dine :tJy to B Here you'll set [fake Over] at the ml of the event contents of A. When the [Take Over] 
screen is displayed, move the cursor to [Event Mo.] and press the © button. A dungeon map will be 
displayed, On the dungeon map, move the cursor to event B and press the © button again. An event-editor 
screen for 8 will be displayed. Press the © button to confirm, (If there are more than two pages, use the left-right 
directional buttons- to select the event page that wiff take over the current event) A and 0 are now linked. You can 
run a test ebay to confirm that 8 is executed as soon as A is completed. With that you'll have created the event that 
automatically executes event 6. 



Prepare two types of events, [A] and 'O'. 



Se: [Take Over] m the event contents of [A], 





button. 


Selecting the page that takes over the current event 
completes the setting process. 



































































SMART WAYS TO U SE flNTRO EVENT! 


Pressing the Q button on the dungeon map to place an event displays a screen in which, you can 
choose the item colled [intro Event], This section explains events you can create using [Intro Event], 

: In {Intro Event] you can create an event that first occurs when tec main character enters the dungeon map. This event 
will be executed automatically upon the mam character's entrance into the dungeon map. for example, you can turn 
the whole town to red* as if t were engulfed in flames. Using this function, you can else set a separate event within the 
same dungeon map to take over the entry event so that a town resident will come to the main character and talk to him 
tee moment he arrives ir the town. Try creating this event yourself. 

You can also sat a condition in [Intro Event]. For example, you can set tire event so that it wi I be executed when tee 
main character arrives in the town for the second time. Or, you could set a crown item as the condition so that tee 
intro event will occur only when the main character arrives m town carrying a crown rte has obtained some where. In 
short, you can control the point at which the intro event occurs. Mote that only, one intro event can bs set for each 
dungeon map. 

Select {Intro Event!, You can sot the content and condition of the event. J 




You can also create an automatic execution event 
and set it to take place upon the moment of arrival 


The event begins the moment tee main 
character arrives in town. 
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RPG Maker .comes with a built-in graphics creation tool called Anime Maker. The graphics created in Amme Maker can 
be usetH 1 h D G Maker. You can also use a dedicated in 0 use for the PlayStation {sold separately) to create graphics. (The 
explanation in this section assumes that you'll be using a mouse.) 


OPERATING THE MOUSE 

Left button - This is the confirmation buttnn. Click it to execute the item specified by the cursor. 


Right button - This is the ielp buttorr. Clicking it displays an assistant who wilt explain the various ore screen items. 


OPERATING THE CONTROLLER 

© button - This is the confirmation Sutton, Click it to execute the item specified by the cursor. 


® button - This is the help button, Clicking it displays an assistant, who will 
explain toe various on-screen items. 


button - In Animation Editor, this button rotates the film downward, 
button - In Animation Editor, This button rotates the film upward;' 


important 

This manual does not contain detailed explanation of each individual 
command, If you have a question, press the HELP button that displays the 

assistant fou can ask. her for help. 


RPG Data - Create graphics (for main characters and monsters) to he 

used in RPG Maker. ; 


Demo - Create an animation or story. Caution is necessary, since the data 
created with this function cannot be used in RPG Maker, 


Memory Card - Check the contents of a Memory Card. You can also copy 
or delete data. 


Return - Exit Anima Maker and return to die main screen.. 



























DEMO (CREATE DEMO STORY) 

Vo li can create an animation or story using 
Remember that RPG Maker doesn't 
support this demo mode, 


CHARACTER 

See pg. 35 - Create characters you car 
use in your animation or story 


ANIMA TION 

See pg, 35 - Set the details of character 
animation, 


BACKGROUND 

See pg. 39 - Here you can create the 
background of the story you'll be creating 


STORY 

See pg. 39 - Here, you can create a story 
featuring the characters you've drawn, 

| 2$ 


MONSTER 

See pg. 34 - Create original monsters 


RPG DATA (CREATE RPG DATA) 

Create graphic data that can be used in RPG Maker Three types of graphics can he created: 
character, title and monster, 


CHARACTER 

See pg, 30 - Draw main characters, 
sub characters and town residents. 


TITLE 

See pg. 33 - Draw a background that will be 
displayed on the title screen. 












































































RPG DATA 

You can create graphic data to be set in Character Edit and 
Event Edit Use-this function to create original main characters, 

T hfffo ' to explains the screens and creation procedure: 

1. Bank Window 

2. Mame of Current Data 

3. Edit Window 

4. Button to Return to the Main Menu 

5. Pahrtte 

6. Color-Change Bars 

7. tfartous Buttons 

8. Save Button 
3. Load Button 
ID, Test Play Button 

The Top Color of he Palette is Transparent 

Yen can change the hue of each of the 16 colors displayed on the palette (£5 in the 
rsmsmt that the top section of the palette, which is initially shown in black, 
color $ literally see-through. For example, when a character drawn in [Character] 
sections drawn with the transparent color show the background. This color is used 


must 

color. A transparent 
the 

not to changs 


the t}[} color on the palette, initially, the entire area of the edit window is filled with 




















2, Enlarging the Display 

As the drawing approaches the final stage, you may want Id correct too 
details. The enlarge button represented by a crosshair cursor is useful when 
adding the finishing touches. Clicking this button slightly enlarges the in-age 
drawn in the edit window. You can only enlarge to one specific sice. 

A Smart Way to Use the Enlarge Button, 

If you want to display the entire design of the character n the Edit w ndow, 
you can only enlarge to one specific size. If you want to draw in more 
details, try to make size of white square small on file Bank Window 
then you can enlarge the design to 6 specific sizes. 


When yoj change the 
color, the current color 
is overwritten by the 
new color, 


HOW TO DRAW 

Draw in the edit window. As you draw, the same Image 
appears in the bank window- When the drawing In the edit 
window is complete, move the square box on the bank 
window to a blank area. Select tie area and start drawing 
again, Repeat these steps to draw nine movement patterns 
(turning to the side, etc.) for each character. (See the 
screenshot.) 


Important 

Create the front view, side view, back view and walking pattern. Be 
careful, since the areas you can use to draw these images are specified, 


k Using the Free Hand Buttons 

Twelve buttons ate located at the bottom of the edit window. Use these 
buttons to draw more efficiently. The first button you'll use is the Free Hand button. Click on this button to draw free 
hand in the edit window. 


Select colors from the palette as you draw in free band fashion. 






























































Do Not Change the Colors Already Used 

You must remember one thing when changing colors on the 
palette: Yen must not change the colors you've already used in 
the Edit window; if you change them, the sections drawn 
with these: colors will all change. You should change the 
colors first or remember the colors on the palette you haven't 
already used, 

Changing the colors without minding this point can have grave 
consequences. 


3< Correcting with the Transparent Color 

If you make a mistake, you ear? easily correct it 
using the transparent color. The transparent color is 
set In the too section of the palette. 

Use the transparent color tc correct (fill) the area you'd like 
to erase. 

4, Changing the Colors on the Palettes 

As you draw, you may find that Uie palette doesn't offer Die color you 
need. If this is The case, you can change the colors on the palette. To do 
this, first select a color on the palette, then adjust the Color-Change bars 
located a: the bottom of the palette. Moving these bars changes the 
selected color on the calotte accordingly. When a desired color s created, 
use that color to fill the target area. 


on the palette as you see lit. 










































































2. Select the image you would ike to -copy. Press the Left mouse button 
(® button) to decide a starting point on the Edit window, Move Elis 
mouse [Directional button) and select the designs you want to copy, 
D ress the (® button) again to decide the end point, 

3. Move the cursor to the Sank window and select tne area where you 
want to paste, than press the Left mouse button (© button) to 
confirm. 

4. Move the cursor to the Edit window and match a frame with the 
Edit: window welt, then press the Lest mouse button {© button). 

5. How you can edit the copied picture. 


TEST PLAY 

When the drawing is complete, check to see it the character you've created 
will move correctly. To check it use the triangular Test Play button located at 
the bottom of the hark window. Clicking the button displays the test-play 
screen, Use the controller to move the character. 

Testing helps you find any unnatural areas on the Image. 


The Icon of a Memory Card and Pencil shown at the bottom of the bank window is the [Save Button], Clicking this button 
displays the text-entry screen, In this screen, assign a name to the character you d like to save. When the name is assigned, 
click [UK] and select the number corresponding to the Memory Card on which you'd like to save the data. The 
character will be saved to the Memory Card, 


SAVE 


5. Copying 

Drawing a back or walking pattern at the character is a cumbersome task if you are doing it tram 
scratch. We recommend that you copy the sections you can use from the designs you've already created. 


How to use the Copy Button 

1. Press the Copy Button 
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MAW TITLE BACKGROUND 

‘ he graphics created in [Tide] can be used in [Screen] provided in [Tide Etiftl of 
RPG l/aker. The following explains the [Title! edit screen and gives a brief 
description of how to draw a title background. Note that you il need to uss [Impori] ;n 
Order to load the data saved here. {See pg. 63 Book 1.) 

f r Thumbtack - You can to move a window within the screen. 

2, Pen Window - Choose line thickness, use Spray, etc, 

3, Palette Window - Select a desired color from the palette, 

4, Too! Window - Use Straight Line, Fill. Reverse, etc. 

5, System Window - Save, Loac and end the edit. 

0. Window Clear - Ciears the window currently displayed on-screen. 

7l Cursor Position - Indicates the current cursor position numerically. 


How to Draw 

You can draw With a thin, black line by dragging the mouse. To make the tine thicker open the Ten Window: and change 
Eh:: thickness. To change the color, select a desired color from the [Palette Window]. We recommend that you draw the 
details by enlarging the image using the [Enlarge Button] in the [Tool Window!. Don't forget to save the image when the 
drawing is complete, 


You car draw with multiple windows open at the same time. 

GRADAT ED PALETTE 

In the Palette window, you can use the gradation button to make 
n horizontally gradated palette. A gradation is when a color 
smoothly changes into another qpl&r, Ug.g gradation to draw a 
more realistic picture. First, click the left side of the Palette and 
change the color as desired. Then click the right side of Hie 
palette and change color as desired, Now press the gradation 
button to make a horizontally gradated palette. 




1 


ipl 
































DRAW MONSTER 

The graphic data created in [Monster] can be used in the [Monster Edit} of RPG Maker. (See pg 64 Book 
] for the procedure to import dm] The following gives a brief explanation of tasks performed in this editor, 

Monster Size Window 

Before drawing, open the [Monster Size W idow] and set the size of the 
monster you’ll be drawing (tour sizes are available, with the largest size 
Eielnti 240 x 120 dots}, Deciding the size in this window determine!the 
available drawing area. 

The default size is 4a x 120 dots. Selecting s size changes the available 
drawing arac accordingly. 

You can change the 
s;ze setting while 
you : re drawing. 


How to Draw 

After setting the monster size, draw a monster by following the same 
procedure used in [Character) or [Title}. Select the line thickness m the 
[Pen Window, and fib areas with colors selected from the [Palette 
Window]. As with the previous two editors, you can change the colors on 
the palette. Be cure to savn tire image when the drawing is complete. 


If you have any cmestim check with the assistant by clicking the right 
niouse button button}. 
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CREATE DEMO 

T e Mowing i>sge? explain tiie tasks performed in [Demo! in An!me Maker We begin with the 
exp!at atEon of [Character] in [Dame], The characters you've drawn here will eventually be used in 
[Story]. 





Remember that RPG Maker doesn't support this cemo mode, The demo you create here cannot be used in 
RPG maker, 

CREATE CHARACTER 

How to Draw 

In [Story], the character drawn in [Character] will be moved to front 
and back {or up and down) or right and left. Moreover you'll be able to 
jump. You must draw a character that is suitable for the various 
movements, if you aren't sure, you can load the sample image and 
study it first To load the sample data, dick on the [Load Button] in the 
editor. The drawing procedure is the same one usee with [RPG data], 

This screen shows what it looks like to load the sample data. 

It's easy to understand the procedure if you load the image of a Rabbit 
or Fox/ 


See p{]3,30-32 for detailed steps on drawing, 

CREATE ANIMATION 

In [Animation} you'll set the movement of the character you ve drawn in [Character], as explained on page 38, For 
example, you can use images of the character sticking out his right leg and (eft leg, respectively, then combine them into 
one action. You 11 perform these settings here hi order to create animation. The following explains the editor and how to 
create animation; 

In Anime Maker, most of the time, it Is better to use the Mouse, but not for creating [Animat on}, For this it is better 
to use the Controller, 


























ANIMATION EDITOR SCREEN 

1. Bank-Selection Huttons (Buttons i through 4} 

2. Bank Window 
3- Scroll Button 

4. Enlarge/Reduce Mon 

5. uwd Button 

6, Character Editor Switch Button 

7, System Screen Switch Button 
B. Button to Return to the Vain Menu 

9. Ail Button 

10, Vertical Flip Button 
11«Reverse Button 

12. Loop Button 

13. Insert Button 
H. Delete Button 

15. Test Play Button 

16. Film tor Setting Animation 

17. Film Scroll Buttons 
IS. Move Buttons 
is. Time Setting Buttons 

SYSTEM SC REEN 

1, Data Name 

2 , Displays the Action Pattern which you arc now editing 

3. Animation Ed iter Screen Switch B.jtton 

4, Button to Return to the Main Menu 

5, Ac I ion Pattern Selection Buttons 

6. This shows how high the character can jump. Use the bar to set 
how high the character can jump. 

7. This shows how fast the character can run. Use the her to sot how 
fast the character can run. 

8. This shows whether or riot the character Is set to Contact. If this is 
set to ON, tlte character can do damaged by others during the 
creation of the story. 

ik This is the HP Setting button, which sets how many times the 
character can be hit before being knocked down. 

10. Test Play Button - You can manipulate the animation data you've 
created using the controller. In the test play mode, © button - 
Jump, ® button = Attack. Directional button right = walk to t ie right, Directional button left = wa lk to the left. 
Directional button right x 2 - run to I he right, Directional button left x 2 - run to the left and IH button to return 
the System Screen. 

11. Save Button 

12. Load Button - Load animation data. Be careful, this is not loading Character data: If you want to load 
character data, go back to the Animation Editor screen and click the [Load button]. 







































mmm SfSTEMjCfiEEH 

Before l eating animation. press the System Screen Switch button to display the system 
screen, The system screen becomes the main screen tor [Animation]. In other words, you work in 
the system screen first, and then edit data in the animation editor. For example, you specify walking 
in the system screen and then create animation matching the movement in the animation editor 


How to Set 

Let's see how it works using an example, Go to the System Screen 
from the Animation Editor Screen. 

1, First, click on the [Action Pattern Selection Button] for Walking 
(second button from the left in the top row) of the screen. 

2, Next, click oc the toft side of the [Direction Select Button] (four 
buttons are available indicating up, down, left and rig lit). You ve now 
selected the action. Walking to the left. 

3, Return to the animate editor screen and set the animation of the 
character walking to the left by referring to pgs> 38 and 39, 

4, The Animation of the Character Walking to the Left is now 
complete. 

5, Return to the system screen again. This time, click on the right side 
Of the [Direction Select Button! and select the action. Walking to 

the Bight. 

6. Repeat the steps exp ained above to create Animation of the Character Walking to the Right. Similarly, you can set 
£11 other actions, such as one of the character running or jumping, that are needed in [Story], 


HINT: Use the Copy button in System screen, it is used to copy the animation of a certain action pattern to another action 
pattern, For example, create Walking to tee left animation first, than, use this button to copy Walking to the Left to 
Walking to the Right. Now, click on the [Action Patten Selection Sutton] for Walking to the Right. Go back to the 
Ar imatfan Ed tor screen. First, press [All button], then press: [ Vertical Flip button]. Now Walking to the Right is 
completed;* 


jf you wis h to s et a new movement not available with the nine action-pattern selection buttons, you can assign it 
to the ill button. The HP setting button in the main screen is used to set the number of blows the character 
can withstand before fainting. Adjust the jumping height and running speed of the character using the 
corresponding setting bars provided at the center of the screen. 


- 
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HOW TO CREATE ANIMATION 

The following pages explain now to create animation.. The procedure explained here is just one example 
work you may want to explore buttons other than those explained here. Click the right mouse button to 
an explanation for each button. Use I he various buttons effectively to create your own animation. 

1. Loading an Image You've Drawn 

Click on iBank Selection Button] 1 (which should already be selected when the 
screen is displayed), then toad the character data using the (Load Butten]. Loading 
[s complete when the image Is displayed in the [Bank Window]. 

Find the image number in the toad screen, 

2, Setting the Image orate the Film 
Paste the loaded image onto the film. In 
the [Bank Window], drag the cursor to 
change the slue of the square box and 
specify the image. Releasing the left 
mouse button pastes the sped lied image 
onto the film. 


Paste image for a single frame of the film. 

3, Moving the Image inside Ihe Film 

Use the [Move buttons] located below the film to move the image up/down or 
Is ft/right within the film. The image is positioned slightly to the left Immediately 
after pasting. Unless you'd like to do something fancy, click on the right side of the 
[Move Button] te move the displayed image to the center of the film, 

4. Setting a Hew Image on the Film 

One image alone won't constitute animation. Click once on the lower part of the Pm Scroll Button] to display a new 
frame of film containing no mage. Paste a new image onto the frame by following the same steps. Repeat the procedure 
to create a single animation,_ 

HINT 1 1 It Is better to use the OT/HS button to scroll the Film instead of using Film Scroll buttons. 


5. Running a Test Play 

When all Images have been pasted r you can see how they work by using the [Test 
Play Button]. If you find a mistake., display the frame you'd like to correct using the 
[Film Scroll Buttons], and make the necessary changes. The animation is complete if 
no problem is found. 

The same animation Is repeated over and over during the test. 

HINT 2: [Loop button] - This is important, f this is not selected, your animation such 
as Walking to the left, will repeat or y one time. To avoid this, use the [Loop 
button| on the 1st frame of film. How, your animation will repeat all frames 
automatically. 























































Abcuf the Loop Button 

The [Loop Button] is used to repeat trie specified segment of images pasted onto the film. For 
example,'lot's assume you've created animation comprising of 10 frames, with each frame 
contain ng m image, if you want to play the sixth through tenth frames again, press the [Loop 
Button] on the Oth frame to set a loop or the film. The film will be displayed from the first through tenth 

and then the sixth through tenth frames wrfl be displayed again. 

You can set only one loop per animation. 

6, Editing the Playback Time of Each Film 

You may notice during the test play that the animation is played in fas: motion. 
Adjust the playback tints using the [Time Setting buttons]. Use the left-tight Duttons 
to select the value. You must adjust the time for each animation. 


Set the speed for individual animations, 


DRAW BACKGROUND 

in [Background], you'll draw a. background that is displayed in [Story], When tire 
drawing is complete, open the [Attribute Window] and set the passable/impassable 
sections, sections that can be jumped over, stairs and so an. 

The drawing procedure is the same as with 'Title], which is descried on pg. 33. 


1. Playback, Rewind, Fast Forward, Stop and other Buttons 

2. Character Add Button 

3. Character Delete Button 

4. Redo the characters movement Button 

5. Background Load Button 

6. Top/Side View Switch Button 

7. Lino Add Button 
£L BGM Setting Button 
9. Save Button 
to, Loud Sutton 
11. Exit Button 


You can obtain a better grasp of ike steps involved, by loading and studying a sample. 


CREATE STORY 


CREATE DEMO 

In [Story] you'll create a story that develops within the confines of one screen using the animated characters 
created in [Animation] and background created in 'Background], The following explains the main window 
and how to' create a story. 
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4, Recording _ 

1 .VI:'jfi iho initial position is set, press the m button. Recording begins the 
moment the button is pressed. As you move the character using the directional 
buttons and others, the character performs die movements set in the [Animationj 
system screen* Pressing the 03 button again ends the recording. 


Thu movement of the character 
displayed on screen is recorded as Is* 

5. Re-recording 

Check the recorded movement by clicking on the [Reset button] followed by 
the play button]* If you don't like the animation, record it again. Click on the 
[Redo the character's movements Button] and select the character you'd like 
■s record again. Clicking on the [Edit Guttonl begins recording* 


View is selected, the background 


The screenshot on the loft shows the screen displaying the loaded sample data. 

2* Switching Between Side View and Top View 

Set trie use of gravity off the background using the fTop/Side View Switch 
Button], When Side View is selected, the background will have gravity and 
objects will fall from a height to the level of the Impassable section. When Top 
remains free of gravity. 

This setting doesn't change the image itself. 


3* Loading the Character 

Next, use the character addition button to load the character* If you have no 
original data, load the sample data* When load is complete, use the controller, 
not the mouse, to set the character's initial position. 


HOW TO CREATE 

Before starting your work, be sure you've created the necessary characters in [Animation] and 
background in [Background]* The procedure explained here is just one example* faster jtfie basic steps, 
then apply them to the creation of your original story, 

1, Loading the Background 

First, load the background using the [Background Load Button], if-you haven't 
created a background yet, select a desired background from the sample data* If 
the story uses a black background, you needn't set the background* 


Use the directional buttons on the 
control ter. 




















































7 , Saving 

When frisks Ijsied above are complete- use the pie Addition Button] to add narration to the screen or use the (BGM 
Setting Button] to play a BGM. When all tasks are complete, click the [Save Button] and save the data according to the 
on-screen instructions. 


e. Play the Story 

Once you have rewound ali data, press the 


6, Adding a Character 

You can add a character to the display by clicking the 
■Character Addition Button] and loading a new chara cter. As 
with the procedure explained above, press the l£i button to 
record the animation. As the recording progresses, the animation 
icorded earlier s played back and the two characters nova 
on the screen- 


button to play the animation. 
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Agetee, Inc. warrant to the original purchaser of this Agelec, Inc. product that the medium an which this software program is 
records fs free from defects in materials and workmanship for a period of ninety (90) days from the date of purchase. Agetec* *itc. 
agrees for a period of ninety (90} days to either repair or replace, at its option, toe Age too, Inc. product, You most call (650) 780* 

0166 tc receive instructions to obtain re pair/replace meet services, 

This warranty shall not be applicable and shall be void if toe delect in the Aqetec, Inc, product has arisen through abuse, 
unreasonable use mistreatment or neglect THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE AGETEC, INC. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FORA PARTICULAR 
PURPOSE. ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. fN NO EVENT WILL AGETEC, INC. SE LIABLE FDR 
INCIDENTAL DR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE. OR MALFUNCTION OF THE AGETEC; IRC. 

SOFTWARE PRODUCT. 

Some states do not allow I mRations as to how long an implied warranty lasts and/or exclusions- or limitations of consequential 
carnages, so the above (imitations and/or exclusions of liability may not apply to you, This warranty gives you specific legal rights, and 
you may also have other rights which vary from state to state. 

Rs-pair/Service After Expiration of Warranty - If your game disc requires repair after expiration of the 90-day Limited Warranty 
Period, you may contact the Consumer Service Department at the number lister: below. You wt be advisee of The estimated cost of 
repair and the shipping instructions, 

Agete^ Inc. Customer Service Department/Technical Support Line (65-0) 760-0166 Calf this number tor help in installing or 
c-perating.our products or for genera product questions. Representatives are available Monday-Friday, tOani-Gpm Pacific Time There .is 
no charge for this service. 

Agetec r Inc. Online at http://www.ag etec.eom * Our news is always cool! Visit our website- and find out what's happening at Agstec, 
hie.- new titles, new products, and fresh t dints about the new gaming world! 
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